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20 SQUARE MILES of land without any loads or 


set paths. Go anywhere, DO ANYTHING. 


Far Cry® 2 will FUNDAMENTALLY CHANGE 
how you play First Person Shooters. 








“One of the 
most impressive 
games we've 
seen іп along 
time.” 


- GameSpot 


"This one's going 
to up the ante 
for the whole 
genre” 

- Official Xbox 
Magazine 





"You've never 
seen a shooter 
look this good!” 


- PlayStation The 
Official Magazine 
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NIGHT~ DAY 








No more INVISIBLE WALLS. 
No more PREDICTABLE ENCOUNTERS. 
In FAR CRY? 2 you are in TOTAL CONTROL. 


The enemies aren't waiting around the next corner, they're 
running guard patrols, eating, sleeping, апа reacting їо 
what is happening in the world. Medics will drag wounded 
soldiers to safety. Grunts will come to fear you. Your reputa- 
tion and in-game actions will make enemies drop their 
guns and run for their lives. Feel the tension of never know- 
ing just how an enemy will react or where they will be. 


You can wait until nightfall and take down enemies as they 
sleep. You could set their camp ablaze by utilizing the wind, 
ground cover, and a Molotov cocktail. You could snipe the 
squad leader and watch the grunts run in fear. You could 
even drop silently into camp from a hang glider. With two 
warring factions scattered across the 20-square-mile world, 
over 70 missions, and 100-plus hours of gameplay, you get 
to decide what side to take, when to take it, and how to 
take them down. 


Think of it as Dynamic Realism. And that’s exactly what Far 
Cry 2 delivers – like no other game before it. 





FARCRY 2 


Play it Your Way 


OCTOBER 2008 
www.farcry2.com 


© 2008 Ubisoft Entertainment. All Rights Reserved. Far Cry, Ubisoft, Ubi.com, and the Ubisoft logo are trademarks of 
Ubisoft Entertainment in the U.S. and/or other countries. Based on Crytek’s original Far Cry directed by Cevat Yerli. 
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Your Wolverine 
cosplay is a litte 
off there, Vega. 


“Hey, you! Reader! Go this way! Untold 
riches lie in the pages ahead." 
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causing you to 








Certain moments in any young console's 
life—as the old folks look back in years hence, 
stroking their long beards—will be granted 
the designation of “defining.” Just a couple of 
years in, I'd certainly point to Metal Gear Solid 
4's release as a defining moment for PS3. 
In one game the next-generation potential 
of the system was displayed without peer. 
Its self-referential breaking of the fourth wall 
(Otacon talking to Snake to suggest swapping 
discs until the soft comedy that it’s on Blu- 
ray, SO not necessary) saw the game makers 
illustrate what’s possible on this system, and 
not on others. Though you may not see it 
now, and you may not experience it over the 
next few months, | suspect that the release of 
PlayStation Home will be similarly defining. 
That’s not really a popular position out 
among the blogosphere and deep in the 
depths of the message boards. Home’s 
fundamental raison 
d’étre has been unclear 
at times and contradic- 
tory at others. But it’s 
important to consider 
that the Home you see 
on day one (possibly 
around the time you’re 
reading this) will be a 
much more feature-light 
version of the one you'll 
inhabit three months later, six months after 
that, and really evolving perpetually through- 
out the system's entire life (and maybe even 
beyond that.) | got a glimpse of the launch 
features and have been tootling around in 
the beta for a week or so as | write this. To 
reach its full potential it's clear that Home 
will need committed support from third-party 
developers. The Uncharted room | saw hinted 
at some very cool game-extending features 
with a curious beeping object (it means 
something), random video on a TV (or is it 
random?), and locked doors that may require 
collaboration with other users to solve their 





riddle. 

It's obvious, however, that to create a 
Home location as complex as this will require 
significant development resources. SCEA's 
first-party teams can be mandated to build 
this into their game plan, but the benefit isn't 
So clear for third parties. For this to bea 
differentiating factor in cross-platform game 
releases (as PlayStation Home Director Jack 
Buser said it could) it would require resource 
commitment from those dev teams. What, 
really, is their incentive to create this extra 
piece on PS3 when it's not required on other 
platforms? And though it provides a better 
end-user experience, the broader benefit is 
as a bullet-point feature addition for Sony 
more than it is those third parties. 


Remember that Trophy support is still slow- 
ly emerging some months after it went live, so 


these special Home features could take even 
longer. But the commitment appears strong 
and focused from the internal Sony studios, 
so give it a whirl, and give it a chance. And 
let me know what you think of the launch 
features, and what you want to be first in 
updates and upgrades in the months ahead. 


‘Roo 
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ontest 


Enter to win a Blu-ray movie! Unless you're a first time reader 
(in which case, welcome) you should know that the headline at the 
top of this column is a quote from a movie. Identify the movie, 
send your answer (along with your name and shipping address) to 
with Ed Note December in the subject 
line. l'Il pick one lucky winner at random to receive a Blu-ray movie. 
ІЛІ be sending one out to Tim Hennessy of Mountain House, CA who 
identified the quote from the superb Adventures of Baron Munchausen. 
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WHERE THE HEART IS 


HOME () 


The free PS3 community hub comes to life 


t seems like such a long time coming, but slowly, surely, and incre- 

mentally the proverbial kimono of Sony’s PlayStation Home platform is 

Starting to open. At press time a slew of new beta testers (us included) 
were invited online to get a taste for ourselves how the environment 
works, what you can do, and what you might expect over the long 
term. One thing’s for sure, the Home that you download (likely through 
a firmware upgrade) upon its still-to-be-determined release will merely 
hint at what you'll experience after a month, a year, two years, five years, 
and beyond. That's not to say Home will feel lacking a launch—far from 
it if our demo with PlayStation Network and Home Director Jack Buser is 
anything to go by. 

"Home is a living, breathing space; it's temporal," Buser told us of the 
organic growth and expansion anticipated starting day one. This com- 
ment came towards the end of our hour-long demonstration, which for 
Buser capped virtually a full day of journalists swinging by for the same 
demo (with at least one more still to do). It stood out because it displayed 
an easily maintained (apparently as much genuine as marketing) level of 
enthusiasm for what Home currently is, as well as what it will become. 
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Customize your digs, then invite your 
pals over to chat or just hang out. 





PlayStation. 
Home 


The Central Plaza 

It's true that we've seen pieces of Home in various states of interac- 
tion, but now a few of its core functions are clear. You enter the world in 
the Central Plaza, the kind of location you should expect to see in most 
major towns if urban planners with infinite space and budget had drawn 
up the blueprints. 

You'll see other folks hanging out, their PSN IDs floating above their 
heads as handy identifiers. Their appearance will be "gamer casual" 
based on the free outfitting options (jeans, T-shirts, sneakers, hair-dos) 
available at your avatar's creation. Most everything you see in the world 
that allows some form of interaction will contextually throw up a button 
command option (hit X to talk to someone you're highlighting, sit on a 
bench you're facing, enter a building you approach, etc.). So you can walk 
around, mingle, head to the dance plaza and do the robot. (Which will be 
a fun diversion for how long? We'll set the over/under at 15.5 seconds... 
then again, there's no accounting for the interests of some gamers!) 

Buser was quick to remind us, as we watched him stroll through the 
various locations, each offering their own distinct diversions, that games 






Buser demonstrated how a Warhawk game may be started, with all the parameters set within the Home 
environment. When the required number of players have joined, you launch straight into the game, and 
when it's over, you'll bounce back out straight into Home. 


sat at the core of Home's functionality. "We're 
laser-focused on providing the ultimate social 
gaming platform," he says. It's an important 
reminder since if Home incorporates such 
stellar interactivity and entertainment value 

in and of itself, where will be the incentive for 
consumers to leave this free environment to go 
play their $60 games? As such, the Uncharted 
room that was showcased provided much more 
than a neatly-themed hangout where you could 
easily imagine sidling up to Nathan Drake at 
the bar (or, more accurately, Elena). Two locked 
doors hid what, exactly? Was that Morse code 
coming from a radio? If so, what does it mean? 
Does the video on the TV above the bar have 
any significance or is it ambient background 
ephemera? Buser admitted that the creation of 
these gaming-specific hubs wasn't easy, and 
would need to be patched in by developers in 
much the same way as Trophies are added to 
existing games through patches. 


Buser also described Sony's position that the 
development and integration of these Home- 
hosted game-themed hubs would serve as a 
differentiator for third-party cross-platform titles 
on the PS3. If game X supported Trophies and 
a themed Home space (that could serve as 
a hangout or potentially offer bonus content, 
ARG-style promotion or puzzles, and more), 
would a consumer be more likely to want that 


game on the PS3 rather than any other system? 
It's a compelling question that lends credence 
to Sony's suggestion that Home will help create 
“stickiness” to the PS3 platform for those con- 
sumers still sitting on the cross-platform divide. 


Home Hubs 

Leading off the Central Plaza are several other 
hubs, comprising the Mall (buy more stuff to 
personalize your avatar and your apartment, 
and expect to see real world gamer-styled 
brands running their own Home enterprises, 
though it's unconfirmed if users will be able to 
craft their own, which we suspect to be highly 
unlikely at launch) and the Game Space (a 
play on the old-school arcades where you can 
hang out looking for folks with similar gaming 
interests, play a basic pool game, or bowl). The 
Theater currently lets you sit in those comfort- 
able seats to watch trailers (though we can 
speculate on the potential for this element: 

the promotion of Sony Pictures movies, other 
screenings, even virtual video presentation 
meetings, maybe). Your apartment (each with 
its own ocean view!) can be decorated from 
various options, furniture placed and moved, 
and provides a secure location for you to 
invite friends to chat without other folks in the 
public spaces being able to see or hear your 
conversations. Though Buser couldn't confirm 
the number of people allowed in an apartment, 
he did say that it was plenty! Along those lines, 
to keep the space tight and populated, it won't 
appear too massive (no acres of land to cross 
to go find a friend). When an area reaches a 
certain capacity, another instance of that loca- 
tion will pop in, ensuring most users can do 
what they want when they want. If you want to 





Navigating the interface is a cinch, utilizing a PSP- 
style XMB control method to select the Map Screen to 
travel to specific locations in a jiffy, for example. 


find a friend, just call up their PSN ID and you'll 
be able to ping straight to them. 

While Buser's demonstration was tightly 
scripted on a specific message, it still implied a 
very impressive underbelly of features, oppor- 
tunities, and content that will only be discov- 
ered (and then expanded upon) at launch. And 
that's another question not so much dodged 
as simply rebuffed: When is it going live? This 
year, it seems, for sure, and if you happen to 
be spending Thanksgiving exploring your new 
Home, we wouldn't be surprised! 





The controller Buser was using to navigate Home included 
the handy keypad that will be available in stores some time 
after Home's open beta begins. It incorporates a thumb- 
typing touchpad (familiar to anyone with a smartphone 
and texting addiction) and a mouse pad scroll function 

that will let you control the cursor around the Home (and 
XMB) interface. Designed specifically for use on the PS3, 

it includes quick keys to let you access your Message 

Box, and other communication functions. The lithium-ion 
battery is rechargeable through the USB cable, and it's 
Bluetooth compliant. Expect this to be the standard control 
device for Home denizens on its release. 
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> PTOM: You've described Rock Bandas a 
“platform” more than just a game. As we 
head to the release of Rock Band 2, how 
far do you think the franchise has achieved 
that goal, and how much is left to do? 

Alex Rigopulos: | think we've very much laid 
the foundation. The 21 million downloadable 
songs that Rock Band players have 
purchased to date is testament to that. But 
on the other hand, if you consider the entire 
universe of great rock music that exists in 
the world, only the tiniest sliver of that is 
currently available in interactive form, so we 
have a long way to go. 


The game’s called Rock Band, not Country 
Band or Reggae Band, etc, Do you see 
extending the song catalogue into new 
genres as a natural extension of the 
d franchise? RR 
= As you point out, the game is called Rock 
Band, so the soundtracks that we compile 
for the core game discs will typically be all 
rock. There's quite a lot of diversity under 
the broad umbrella of “rock,” but it's still all 
rock. When it comes to the online catalogue 
of downloadable tracks, however, there's 
more flexibility to experiment with different 
genres. | do think you'll see us branching 
out eventually. 








Do you have a favorite Rock Band 2 
track—more so for the way it plays than а 
s Bersonal musical favorite? 

 Purely from a gameplay perspective, | 
usually most enjoy the tracks that are 
right on the edge of what I'm capable of 
playing. Right now, that's the Foo Fighters’ 
“Everlong” on expert drums and Steely 
Dan’s “Bodhisattva” on expert guitar. 
They're both still kicking my ass, but I'm 
inching closer and closer to victory. 
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If you have personal playlists on your iPod 
what are the first five songs on it? 

Let's see. ..at the moment, my only playlist 
is the “Recently Played” auto-playlist. The 
first five songs on it (that is, the five songs 
I've listen to most recently) are: 

— А.С. Newman, “Drink to Me, Babe, Then" 
~ Interpol, “Evil” 

Frank Black, “Thalassocracy” 
Raconteurs, "Steady as She Goes" 

- Stereolab, "The Noise of Carpet" 


When you started out in the music game 
business with games like Frequency 

and Amplitude, did you envision then 
where you are today with the Rock Band 
phenomenon? 

The short answer is “yes,” in that the 
phenomenon that has formed around Rock 
Bandis, in most ways, exactly the vision 
we've been pursuing since we made our 
first music game all those years ago. At the 
same time, no reasonable game developer 
expects that one of his games is going 

to achieve this kind of runaway success. 
But our belief that this outcome was 
possible—our belief in the universal desire 
people have to make music—is precisely 
what's been driving us since the beginning. 





Any surprise that a game costing over $150 
has still managed to be so successful? 

Not really. | mean, sure, there were times 
leading up to the launch of Rock Band where 
we'd ask ourselves, “Are we insane?” But at 
the same time, we knew that the game was 
ridiculously fun, and something that could 
be enjoyed by groups of people together, 

so we were optimistic that the audience 
would agree that the experience we were 
delivering was worth $150. 


Are keyboards in the future of Rock Band? 
Or should we expect incremental creep of 
technology on the existing peripherals and 
expansion of the song lists? 

There are 20 different ways in which we'd 
like to move the Rock Band experience 
forward, and it’s impossible to pursue them 
all simultaneously, so we have to make 
decisions about which ideas to put at the 
front of the line. Personally, while | think 
keyboard gameplay would be fun and is 
worth doing eventually, there are other areas 
of innovation that would probably yield more 
compelling results in the short term. 
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AGE: 38 

EDUCATION: B.S, in Music from MIT, 
M.S. in Medía Arts and Sciences from 
MIT Media Lab. 

FIRST GAME MADE: Frequency 
FIRST GAME PLAYED: Pong (on the 
Magnavox Odyssey, age 3) 

FIRST GAME FINISHED: Possibly 
Zork, or maybe Aztec (the jade idoll), 
or Wizardry ("Tiltowait!"), or perhaps 
Karateka (don't approach Princess 
Mariko in fighting stance...), all on 
the Apple Il. 

FIRST CONGERT: My earliest memory 
of a concert was one | was in, an 
elementary school band performance 
in which | was playing saxophone 
(barely). But my first rock concert was 
a junior high school dance, at which 
some crappy local band called The 
Fans played. You can imagine how 
good a band they must have been, 
playing junior high school dances. But 
nonetheless, it was my first live rock 
show, so my mind was suitably blown. 
LAST CONCERT ATTENDED: The Who, 
who just played the Harmonix/MTV 
party at E3. Good lord, they kicked so 
much ass. 

LAST SONG DOWNLOADED: For Rock 
Band? It was the Red Hot Chili Peppers’ 
album Blood Sugar Sex Magik, 





Was there any song, along the way, that 
you sat in your office, and said, “[insert 
song] absolutely must be in the game—no 
excuses, make it happen”? 

There have been many. Among recent 
releases, | would say that the Pixies’ 
album Doolittle falls into that category. 
I'd been dying to get that music into опе 
of our games for years, and | flipped out 
when the licenses finally came through. 
There are some others like this currently 
in the pipeline as well, but they're still 
unannounced, so... 


What's your favorite fan-based Rock Band- 
to-real-life-musician story? 

А hilarious (but inspirational) thread showed 
up on RockBand.com. A fellow noticed that 
his local church was looking for a drummer 
for the church band. He had zero experience 
as an actual drummer, but he'd been playing 
Rock Band dutifully for about six months. He 
neglected to mention his lack of credentials 
when he took the gig. He's been playing in 
the band all summer and, amazingly, pulling 
it off; the rest of the band is none the wiser. 
So this guy posted on RockBand.com to ask 
the community there an ethical question: 
Does he have an obligation to tell these rest 
of the band that he “faked” his way in and 
isn’t really a drummer? Awesome... 


Produced by 
Force 


Action-packed with the entire cast of playable 
characters and pulse-pounding scenarios of the 
original release, along with new stages and scenarios, 
plus never-before-seen “Musou” mode stories and 
new weapons. 





New "Renbu" attack system and spectacular Use the terrain to evade enemy units then Out now for PLAY 
motion-captured fighting moves deliver lighting- prepare to strike with a devastating 
fast combos with the look and feel of a modern Musou attack! 
kung-fu movie. 
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f you haven't yet played Patapon or Super Stardust or Everyday 
| LocoRoco, you’d better bust out your Shooter on the PS3, you'll 

PSP and stop by your local game have another opportunity 
retailer, right this second, because the when they’re released on 
sequels for those two quirky, visually the PSP in the near future (we'll let you Can you really resist these adorable 
delightful, and highly recommended titles know when exact dates are pinned говоноогтпеугего-:вагаеви 
are just around the corner. Also, if you down). Oh, and don’t forget, Resistance: 
haven’t had a chance to blast through Retribution comes out next spring. 





Jim knew that his ignorance of all things 
Hip-Hop would one day betray him. 


PLAYSTATION Ə SHOW ‘EM YOUR TRIVIA™ 





kay, so this lovable monkey creature is 
O only announced for the PAL region so 

far, but we’re hoping that changes...and 
soon! The critter will reside in your TV screen, 
but via the PlayStation Eye, he'll respond to 
touch, sound, foreign objects, and more. Best 
of all, if you draw a picture and hold it up to the 
Eye, it'll come to life and your pet will be able to 
play with it! Even Rob's cold, cold heart melted 1. Draw a 
a little when he saw the feisty little guy. picture. 








= >) ж 


2. Your EyePet will draw his version 3. He did such a great job! Aren’t you 4. Then, your image will pop into 3D 
of your picture, in prettier colors. proud of him? and interact with your pet! 








Sarah unfortunately thought a Tight End 
was the result of doing squats. 
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Still Need a Bluetooth Headset? 
If so, consider Sony's Official Bluetooth PLAYSTATION 
Headset, which features: 


іш i » An easy-to-press Mute button 


ACTIVISION 
BILARD 





» A charging cradle 
» Compatibility with cell phones 
» A “high-quality” mode that ensures 


clearer input into the PS3 (especially 
vital for voice-command games) 


» A PS3 display that shows battery life, 
volume, and other info 


» The ability to transform into a 
desktop mic while charging 
(just set it in its cradle) 


» Automatic PS3 pairing via a 
USB cable 











Phillip faced a tough choice. 
Expose his vast knowledge of boy bands, or lose the game. 


BZA Quiz TV. 


SHOWIN VOW? 





TOP10LIST 


What we're playing, watching, reading, and consuming this month. 
And why we all need to get second jobs with Christmas coming. 


Impaler | 1$14.99 

This new trade paperback finishes up the first chapter of a story that began with 
three single issues released under Image Comics in 2006-07 (and nominated for an 
International Horror Guild award). Rob says it's a suitably gruesome story of Vlad 
the Impaler's return to modern-day terror...with a terrific twist. It's written by former 
Future editor William Harms, who's now at Sucker Punch writing the story for the 
upcoming inFamous. Shout out to Billy! 


Sea Salt & Pepper Cashews | 1$6 

Ten ounces of, as the marketing blurb tells us, “Natural Energy for that 3pm Slump,” 
turns out to be a big hit at PTOM Towers. Yep, the Emerald Nuts folks proved once 
more that this wholesome snack is the ideal gamer-powering foodstuff. Tangy, tasty, 
and free to Rob (and the rest of us, when he shares). 


Enviga | 151.49 

Energy drinks аге so last year. For the fit gamer, Gary wholeheartedly recommends 
his new favorite: Enviga. This lovely libation is a sparkling green tea beverage, with 
the same amount of caffeine as а сир of joe along with a healthy dose of EGCG, а 
potent antioxidant. Apparently, Enviga can boost your metabolism and help burn 
calories, which gives us an excuse to sit on our butts and play games even longer. 


Watchmen | 1$19.99 

True story: On a flight back from Montreal, Gary was reading Watchmen, a classic 
literary superhero comic that he finally picked up now that the movie is in production. 
The young gal to his right noticed the comic and mentioned how much she enjoyed it, 
and that she even studied it in a college course. "It's set during some important time, 
something big...” she muttered. “The Cold War?" Gary responded. "Yeah, that's it!” Is 
Gary really getting that old? (Yes.) 





Death Note, Vol. 1 (Collector's Edition) | 1$19.99 

If you write someone's name in the "Death notebook," they'll die of a heart attack 
within minutes... Teresa is savoring this clever, morally twisted tale about a high 
School honor student who finds—and uses—the book and the mysterious detective 
hunting him down. We're a bit concerned about Teresa's new "work notebook" now. 





Freaks and Geeks | TV |539 

^ With pilot season in full swing, Scott can't help but reminisce about his favorite 
discontinued TV series: Freaks and Geeks. A hilarious and painfully real portrayal of 
high school life in the early '80s, this show should appeal to those who didn't, um, 
“fit in" during those awkward teenage years—like our, ahem, older staff members. 


Reconstruction Site | 1$10 

With all the letters we get from Canadian readers, Scott thought it appropriate to 
plug Canadian band The Weakerthans. Formed by soft-spoken frontman John K. 
Samson just over a decade ago, this indie rock act pulls from an eclectic selection of 
influences (mandatory for “indie” cred) to create some catchy and heartfelt tunes. 





Trek Soho | 1$1,000 
For Ken, cycling to work is a great excuse to drop an unnecessary $1K on a new 
( bike. This urban/cross bike is commuter ready with fenders, disc brakes, and а 
GSO funky new belt system like they have on motorcycles and snowmobiles. (So let's get 
this straight, Ken...you have to move your legs to get it to move? Weird.) 


Obey: Supply & Demand: The Art of Shepard Fairey | 1$59.95 

Since we're a little game-centric at PTOM, we rely on Ken to cultivate our 
appreciation of culture. Ken's currently on an art kick (surprise), touting a beautiful, 
large format 350-page encyclopedia of pop urban artist Shepard Fairey's Obey Giant 
work. It includes previously unreleased images, essays and interviews, and more. 





Skippy Roasted Honey Nut Super Chunk Peanut Butter | 1$4 

Roger's not a huge peanut butter fan, but mix in scads of honey and peanuts and 
he's hooked. Since local stores don't carry this particular variety, Roger travels many 
miles to replenish his stock. Oh, the looks he endures when he plops down his case 
of peanut butter at the register. ..along with his lime Jello, Cool Whip, and Vaseline. 
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You don’t have to be the smartest 
person in the world. Just in the room. 


Alcohol Reference 
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lu- -lay Central Date movies?! Gamers 


get dates? 


The summer rush hits again, right as summer is ending! Great popcorn movies, a surreal art film, hilarious comedies, creepy 
horror, and a bad barbarian movie. Can life get better? | submit that it cannot. Jason D'Aprile (PTOM_bluray@futureus.com} 








PlayStation: 
PICK OF THE MC 


Iron Man 
PRICE: $39.99 RATED: PG-13 


Easily one of this summer's best, 
Iron Manis a great action movie that works 
its magic for comic fans and non-fans alike. 
Robert Downey Jr. is pitch-perfect as the 
womanizing, alcoholic Tony Stark, and Jon 
Favreau is proving to be one Hollywood's best 
new wave directors. 


| No commentary or extended cuts, 
but there are two discs full of hi-def deleted 
scenes, documentaries about the making of 
the movie and the history of the character, and 
a fair bit about Robert Downey Jr. None of the 
extras are as amazing as the movie, but the 
second disc rounds out a great presentation. 





MOVIE | Ж Ж Ж Ж Ж 
EXTRAS UX X Ж 
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Speed Racer 


РВІСЕ: 535.39 RATED: РБ-13 


Despite Speed Racer's poor 
box office performance, it’s a gorgeous 
homage to Saturday morning cartoons and 
childhood—it’s hard to imagine a more 
wonderful ode to being a 12-year-old boy. 
Every scene in the movie—from the awe- 
inspiring races to maniacal tirades of the 
villain—is a joy to watch, and its one of the 
best hi-def experiences you'll find. 





R The extras are surprisingly bad. 
There s a decent making-of documentary, 
along with a kid-friendly look at the set, 

а short and pointless look at the cars, 

and a horrible DVD game that brings back 
unwanted memories of the Sega CD. 





MOVIE | X Ж X X 7 
EXTRAS| Ж Ж 

















The Mist 


PRICE: $34.95 RATED: РС-13 


The Mistis a great monster movie 
d by a horrible, unnecessarily foul ending. 
This is a shame, as otherwise it’s one of the 
more memorable translations of Stephen King's 
work. Like most horror, the monsters are seldom 
the real evil, and The Mistis heavy on the 
psychological build up of tension. The monsters 
look great too, but when the end comes, most 
viewers (particularly parents) will be left with 
such a foul taste in their mouths that they'll wish 
they hadn't bothered. 





XTRAS | The Mist comes with genuinely 
interesting making-of style extras, including 
solid director's commentary, deleted scenes, 
and a fun conversation between the director 
and Stephen King. The most interesting extra, 
however, is a second disc that contains a black- 
and-white version of the movie. This seems 
odd, but The Mist actually works better in this 
pristinely-sharp, even moodier version. 





MüViE | Ж Ж Ж 7 
EXTRAS| Ж Жж Ж У 
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Forgetting Sarah Marshall 
PRICE; 533.88 RATED: PG-13 


Since his success with The 40-Year- 
Old Virgin, Judd Apatow's name has been 
appearing on a lot of comedies that don't 
measure up. Thankfully, this isn't one of 
them. Hilarious, over-the-top, and with whip- 
smart dialogue, Forgetting Sarah Marshall is 
firmly rooted in the tenets that make a great 
adult comedy, and belongs in your collection 
right beside Superbad and Knocked Up. 


1 There's an overwhelming variety 
of hilarious extras on the disc. Outtakes, 
fake TV show promos, music videos, and a 
touching serenade to the letter “U” to name 
a few, make this the best collection of extras. 
since Walk Hard. 





MOVIE | Ж Ж X Ж 
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Heroes Seasons 1 and 2 
PRICE: $99.90/$69.90 RATED: PG-13 


Proving that TV superhero drama 
can be done without camp or alienating 
non-geek viewers, Heroes is a bit slow-paced 
and overweight with characters (and Season 
2 didn’t live up to Season 1), but it's still 
incredibly involving and entertaining. Both 
discs have a stunning presentation, putting 
the broadcast quality to shame. 


Easily the most in-depth set of TV 
show extras we've seen with commentaries, 
art galleries, making-of shorts, all the 
Internet-posted content, deleted scenes, 
alternate openings and endings, and BD-Live 
support for when Universal gets around to 
adding content. 





МОМЕ| Ж X Ж Ж 
EXTRAS | Xx Ж Ж Ж 
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PRICE: $29.95 RATED: PG-13 


MOVIE| This month’s second movie based 
on a Stephen King short story is great looking, 
showcases fine performances, and is fun 
for an evening of creepiness. Yet, it doesn't 
spend enough time fleshing out the true main 
character—the room itself. John Cusack 
delivers his usual acting range of cynical 
confusion, and is engaging in the role of a non- 
believing writer. The script just doesn't use his 
cynicism nearly enough and there's only a mere 
nod given to the history of the room, or why it 
exists at all. 


RAS | Alternate endings, deleted scenes, 
and plenty of making-of bits are the par-for- 
the-course extras. The director and writers’ 
commentary track is surprisingly engaging 
as well, so if you're a fan you'll appreciate the 
background information. 





Movie | Ж Ж Ж 7 
EXTRAS] Ж * Ж 7 




















ACKIE CHA 


The Forbidden Kingdom 


PRICE: $39.99 RATED: PG-13 


MOVIE | When martial arts lovers heard that 
Jackie Chan and Jet Li would be in a movie 
together, this probably wasn’t what they had 
envisioned. The previews hid the fact that The 
Forbidden Kingdom is actually about some 
damn white boy who gets sucked into ancient 
China and must learn gung fu to save the 
realm. Thankfully, Li and Chan get plenty of 
fighting screen time and the movie manages 
to be a fun homage to the genre. 


XTRAS| The Forbidden Kingdomis 
packed with featurettes that pay homage to 
its Chinese progenitors. The commentary 
reveals the director's love of old Kung Fu 
flicks, and blooper and deleted scenes round 
out a fun package. Most interesting is the 
use of BD-Live, which includes an in-depth 
program that lets you plaster the screen with 
graphics, text, and animation, then share it 
with others. Although completely pointless, 
it's the first attempt we've seen at an 
interactive online experience. 








MOVIE | Ж X Ж. 
EXTRAS| Ж Ж Ж 

















The Fall 


PRICE: $38.96 RATED: A 


MOVIE | The Fall belies immediate 
explanation. The offspring of Terry Gilliam 
and Guillermo Del Toro, the narrative focuses 
on an outlandish tale told on the fly by a 
crippled and depressed stuntman to a barely 
literate child in an LA hospital during the 
movie industry's infancy. The tale, however, 
is really there to amaze you with visuals, as 
it morphs regularly and without much regard 
to details. The real plot is, much like Pan’s 
Labyrinth, about the cold reality of adult and 
child worlds colliding. The acting is amazing 
and the film itself is beautiful and tragic. Why 
it’s rated R, however, is a complete mystery. 


EXTRAS| The commentary is the most 
fascinating extra, since this is a movie that 
deserves further explanation. The featurettes 
are worth watching, and help increase the 
appreciation of what an undertaking The Fall 
was to make. BD-Live support is included, 
and includes a photo gallery to peruse along 
with downloadable previews. 





MOVIE | Ж Ж Ж Ж 
EXTRAS| Ж ж * 7 

















Transformers 
PRICE: $39.99 RATED: P6-13 


ADVIE | By now, you've seen it, but 
Transformers on Blu-ray is definitely worth 
asecond look. Sure, the plot is inane, the 
human characters both extraneous and 
stupid (but Megan Fox...), and very little 
makes sense, but the robots—the glorious 
robots—make it all worthwhile. The hi-def 
transfer is also one of the best you're likely 
to experience. 


XTRAS | With a second disc of making-of 
goodies, Transformers fans will find plenty 
to browse. You can watch the movie with 
picture-in-picture commentary and BD-Live 
enabled character info, take a closer look at 
all the robots models, and there are multi- 
part documentaries about the Earth and 
robot sides of the story. Most entertaining is 
Michael Bay's commentary: Bay is clearly a 
man who loves himself, and has no problem 
sharing his greatness with you. 





MOVIE | X Ж Ж 7 
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Scorpion King 2: 
Rise of a Warrior 
PRICE: $39.98 RATED: Р5-13 


MOVIE | If the original Scorpion King was too 
intellectual for you, they've gone and made a 
straight-to-video sequel that kills that problem 
dead. A barbarian movie for tweeners, filled 
with pretty young people in garb that smacks 
of medieval homeless chic, Rise of a Warrior 
will make older viewers pine for the R-rated 
Grade-Z fantasy movies of the '80s. Sure 
this one has cheesy special effects and bad 
acting, but you don’t get the gratuitous sex and 
violence to temper the other flaws. Conan the 
Barbarian, where are you? 


EXTRAS | It should tell you something about 
how much faith the studio had in this straight- 
to-video sequel when they don't include any 
extras at all. 





MOVIE | Ж 7 
EXTRAS 
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Made of Honor 
PRICE: $38.96 RATED: PG-13 


| MOVIE | There's nothing original or surprising 
about this by-the-numbers romantic comedy, 
which makes it perfect date movie fodder. The 
two leads lack any real chemistry but the jokes 
are plentiful, and you'll overdose on eye candy and 
cuteness. It's harmless fare to be sure, but a great 
reason to cuddle on the couch. 


EXTRAS | This romantic comedy has a 
surprisingly deep package of extras. The director's 
commentary is one of the more interesting tracks. 
Beyond that, the chick-friendly factor kicks in with 
shorts on the three weddings in the movie, along 
with deleted scenes, and a making-of featurette. 
There is BD-Live support, but it merely points to a 
website where you can download previews. 





MOVIE! X Ж Ж 7 
EXTRAS | Ж Ж Ж 




















Baby Мата 


PRICE: $39.98 RATED: PG-13 





E | Think of Baby Mama as the date-friendly 
version of Knocked Up. It’s funny and easy to digest, 
but lacks the balls-out harshness of other edgier 
comedies. Tina Fey and Amy Poehler have superb 
comic timing and secondary characters are played 
to pitch-perfect effect by Sigourney Weaver and 
Steve Martin. While the script is predictable, this is 
surprisingly fun... Be warned though: the movie is 
about having babies, so if only one of your biological 
clocks is ticking, be afraid. 





х Picture-in-picture support, selecting 
favorite clips, and amusing cast and crew 
commentary should give your date and you plenty to 
check out after watching it. 





MOVIE | Жж Ж Ж 5 
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Avoid baddies. 
Even cardboard ones. 


IFs not about 
winning or 

losing. Oh wait, 0 
yes it is. 
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Joker's presence in Arkham; PS3 GENRE: Action AVAILABLE: Q2 2009 PUBLISHER: Ei ractive DEVELOPER: teady Studios ; n 


which should add a dark 
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the game. 
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ruce Wayne is a busy man. 
B Beating up LEGO-ized bad 

guys, facing off against the 
Mortal Kombat roster, joining forces 
with the rest of the DC Comics 
team to take the universe online. 
The guy's virtually everywhere in 
videogames these days, but for the 
hardcore Bat-fans out there, his 
most exciting interactive adventure 
is still yet to come. Why? Because 
Batman: Arkham Asylum looks to be 


the game that finally captures the 
true essence of the Caped Crusader 
and puts all of his power directly into 
your hands. 

“We didn't start with a genre, we 
started with a character," explains 


Jamie Walker, Director at developer 
Rocksteady Studios, "we then inte- 
grated all the elements of Batman's 
Skills and persona into one game, 
and Batman: Arkham Asylum is the 
result. Our approach is to make a 
game that delivers on the promise of 
being Batman — not just part of his 
character, but every facet." 

And to that end, Rocksteady — 
previously known for developing 
Urban Chaos for Eidos in 2006—is 
pursuing an ambitious amalgama- 
tion of gameplay elements, including 
hand-to-hand combat, action- 
oriented stealth, criminal investiga- 
tion, and open-world exploration, all 
set within an elaborate and authentic 
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recreation of one of the most storied 
institutions in comic book history. 


It was a dark and stormy 
night... 

Our demo began, appropriately 
enough, with the game's opening 
sequence, in which the Batmobile 
careens down some midnight- 
soaked back road with an incapaci- 
tated Joker resting comfortably in 
the passenger’s seat. This could get 
interesting. But before we can even 


say “terrifically atmospheric,” we 
reach our destination. Where else 
but Arkham Asylum? 

The level of detail is truly impres- 
sive. From the intimidating iron gate 
and weathered stonewalls out front 
to the exposed pipes and gothic 
detailing inside, the building not 
only looks gorgeous but exudes a 
dark, gritty ambiance (made all the 
more thrilling by the effective use of 
Danny Elfman’s classic film score). 

With the camera now positioned 
in the traditional third-person 
over-the-shoulder view, we begin 
to escort the now conscious and 
handcuffed Joker through Arkham’s 
damp, gloomy corridors as he 
spouts some truly amusing com- 
ments and mocks his captors. We 
briefly cross paths with the en: 
mous Killer Croc—who, shockingly, 
vows to kill Batman—before meeting 
up with Commissioner Gordon. 

Naturally, these are just two of 
the many classic characters that will 
appear in this game. For now, we 
know that Mr. Zsasz, Harley Quinn, 
and Oracle (who serves as Batman’s 
eyes and.ears outside of Arkham) 
are definitely present. However, we 
also saw some Poison Ivy concept 
art and a few unmistakable Riddler 
question marks that the developers 
refused to acknowledge. No sign of 
Robin, though. 

After briefly conversing with 
Gordon, Batman is relieved of his 
escort duties. Of course, it doesn't 
take long for the Joker to capital- 
ize on this opportunity. In a few 
quick moves, he manages to break 
free and escape into the depths of 
Arkham, only to appear on the large 
Screen in front of us just moments 
later to inform us that this has 
been his plan all along and that the 
asylum is now under his control. 
And while the developers tell us that 
the game includes several story- 
lines, the overarching goal is clear: 
uncover the Joker's motives and 
reclaim Arkham Asylum. 


Arkham Unleashed 

After our lengthy introduction to the 
world of Batman: Arkham Asylum, 
we finally got a taste of its gameplay 
in the form of a goon beat-down. 
Although combat seems to bea 
work-in-progress at this point, the 
action does look cinematic and 
solid. “Our Free Flow Combat sys- 
tem is specially designed to make 
combat feel fast and furious. It is not 


The developer: 
Unreal 3 . Characters 
and environments already look superb. 


just the moves themselves but the 
unique way the player can choose 
to chain these moves together that 
gives the combat such a natural 
flowing feel, as well as so many 
different combinations of attacks," 
Walker tells us. 

Combat also features a persistent 
experience meter— which eventu- 
ally unlocks a few signature Batman 
moves that should come in handy 
during boss battles апа a set of 
"invisible predator" moves that 
allow Batman to utilize darkness 
and stealth to stalk his enemies like 
prey. We watched Batman use his 
grappling hook to perch atop a gar- 
goyle and then hang upside-down, 
grab a thug, and string him up in 
order to distract the other guards. 
Of course, this situation could have 
been tackled in any number of differ- 
ent ways, each with its own set of 
consequences and rewards. 

After this decidedly sweet 
demonstration, we were shown the 
puzzle-solving "detective mode". 
Essentially, you can enter this mode 
at anytime, and doing so will cover 
the screen with a filter that reveals 
new information about your sur- 
roundings. For instance, we used 
it to follow a pheromone trail that 
would otherwise have been invisible. 
Walker promises, "The investigation 
in the game is designed to be fun 
and never compromises the design 
or gets bogged down in mini-games 
and puzzles. You are Batman: the 
greatest detective of all time." 

The game's final key aspect— 
which we were unfortunately not 
able to experience—is exploration. 


After the first chapter, all of Arkham 
Island, not just the asylum, will be 
open to explore, and the developers 
promise that it's "full of secrets." The 
open world creates all sorts of non- 
linear possibilities, which, coupled 
with Batman: Arkham Asylum's other 
features, make us more than ready 
to break out our Bat-capes. Let's 
just hope the final experience is 
worth the cosplay. 


Scott Butterworth 


Naturally, Batman's gadgets 
will play a major roll in the 
game, especially the Sixaxis- 
controlled Batarang. 


"As Batman, 
you get to tear 
it up! And you'll 
feel powerful 
while doing 
says Studio 
Director Jamie 
Walker. 
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Gotham 
Authenti-City 
The developers are taking every 
possible measure to ensure an 
authentic experience, including 
consulting with publisher Wildstorm 
on the character designs, enlisting the 
voice talents of Mark Hamill and Kevin 
Conroy, having DC writer Paul Dini pen 
the story, and packing the world full of 


very specific details encompassing all 
of the facility's deep history. 
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Beast Hi 


You can't spell "Titan" without "T" and "A" 


PS3 AVAILABLE: October GENRE: Action PUBLISHER: Sega DEVELOPER: Secret Level 


yris Flare is one bad-ass 
Ps3 |P || B gal. Clad only in a few 
scraps of leather and heft- 
ing a sword nearly as long as she is 
tall, she squares off against hordes 
of hulking brutes decked out in 
horns, spikes, skulls, 
and other death- 
metal-like pieces 
of flair. 
But this is all 
barely worth a 
second glance 
in the world 
of Golden 
Axe: Beast 


% Rider. It's 





straight out of a Boris Vallejo print, 
and perfectly in keeping with the 
over-the-top fantasy style of the 
classic Golden Axe games. Play- 
ers guide Tyris through a blasted 
wasteland crawling with Death Ad- 
der's minions using simple attacks 
and combos, a small assortment 
of fire magic, and a wide variety of 
beasts to, er, ride. 

Look, no one's going to mistake 
Beast Rider for high art. In our 
hands-on time with the game, we 
plowed through more leathery bad 
guys than we could count, set a 
whole bunch of baddies on fire, 
and rode into the ground a variety 
of creatures, including a bipedal 
lizard, a giant ape with spikes on 
its hands, and a vaguely feline 
beast reminiscent of the dog- 
demons in Ghostbusters. At no 
point in this experience were we 
required to pause and reflect on 
what it all means, man. 

No, we can safely say you can 


Tyris' attacks are 
brutal and graphic, 
but she somehow 
manages to keep 
her shapely limbs 
intact. 


der 


enemies in as brutal a fashion 
as possible, collecting gold and 
aiming for "Titan bonuses," which 
increase your gold intake by five 
percent for every enemy you 
dispatch without taking a hit. That 
may sound awfully challenging, 
but the combat engine includes a 
simple system to help Tyris dodge, 
parry, counter, and reflect enemy 
attacks. With careful timing and a 
bit of luck, battles can turn into a 
sort of ballet of eviscerations. 

And, oh, there will be eviscera- 
tions. The visuals of Beast Rider are 
positively brutal, with decapitations, 




















The environments have a slightly 
stylized, almost cel-shaded look that 
works well with the fantasy setting. 





One of Tyris’ beasty friends, this 
creature can hurl small tornadoes. 





Enemies tend to be big, powerful, and 
very ill-tempered. 


dismemberments, impalements, 
and other nasty ends depicted in 
so much detail that you can catch 
a glimpse of your enemies’ squishy 
insides as you chop them in half. 
Environments are also detailed, 

but we're a little concerned that 
the look of the game in the first 
level— colorful, slightly stylized, 
and actually quite pretty—might be 
overwhelmed by the bleak, barren, 
rocky wastes of later levels. 

Then again, some players will 
be too busy ogling Tyris’ strategi- 
cally placed leathers to notice. 

Joe Rybicki 


pretty much shut your brain off for 
this one. The goal is to slaughter 


Context-sensitive counterattacks lead to 
gore-drenched cinematic finishing moves. 
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No, Ryu wasn’t always this beefy, but you can expect all the characters to sport similar steroid makeovers. Street Fighter IV 
also offers a new array of special moves to complement its updated looks. 


Street Fighter IV = 


Far more than nostalgia-induced hype 


PS3 AVAILABLE: Winter BENRE: Fighting PUBLISHER: Capcom DEVELOPER: Capcom 


[=| Meet the Team 





‘+ Four new fighters—Abel, 
Crimson Viper, El Fuerte, and 
Rufus—will be joining Street 
Fighter Il's roster of celebrated 
characters, bringing the total 
number of playable characters 
in SF IVto 16 (though rumor 
has it that the console version 
will include at least a few 
more, such as Akuma and 
Cammy). The developers 
promise the game will provide 
back-story and a unique 
ending for each character. 








Characters’ faces 
will contort if they 
sustain a particu- 
larly harmful blow. 


fter a good chunk of 
hands-on time with Street 
Fighter IV, I've come to 


realize one very important truth: 
the third dimension is overrated. 
Sure, SF /V’s visuals look jaw- 
droppingly slick in 3D, but the 
gameplay doesn't need a Z-axis 
to deliver a healthy dose of good 
old fashion beat-’em-up fun. 

Yes, fun. And lots of it. With our 
hands on the controls, combat 
felt quick and exciting without 
being overwhelming, and the 
silky smooth character anima- 
tions dripped with more style and 


flair than a Parisian nightclub. 
The classic Street Fighter control 
scheme functioned flawlessly, 
though the simplicity of the button 
layout belies the hidden sophis- 
tication of its combat system: 
overheads, throws, dashes, 
canceling moves, all kinds of use- 
ful maneuvers beyond the basic 
punches and kicks just waiting to 
be (re)discovered and exploited. 
And even beyond all these 
“normal” attacks lies an incredibly 
deep new system of special moves. 
First up: the Focus Attack. New 
to SF ІМ this character-specific, 
two-button attack can be executed 
at anytime. Tap the two buttons for 
a quick attack or hold them down 
to charge up for a more powerful, 





Stages offer a truly impressive 
amount of detail and range from 
downtown areas to remote jungles. 


unblockable move. Simple, right? 
Next come Special, EX Special, 

and Super moves —each of which 
is a progressively more complex 
yet powerful version of the special 
attacks you know and love (like 
Guile's Sonic Boom). Naturally, 
these drain the Special Meter that 
fills as you deal out damage. Finally, 
the all-new Ultra Moves pack a 
mighty punch. Any damage you 
sustain fills your *Revenge Meter," 
and once charged, you can cash in 
with a spectacular combo complete 
with dramatic camerawork. Yes, 
this all sounds terribly complex, but 
rest assured that it feels quite intui- 
tive when you're playing. 

The developers have done an 
excellent job of balancing hard- 
core mechanics with accessibility, 
which should give newcomers a 
fighting chance while still provid- 
ing devoted fans of the franchise 
with the desired depth. Hopefully 
it will encourage button-mashers 
to take a few seconds and learn 
the more advanced techniques 
rather than simply, well, mash- 
ing buttons (which never won me 
a single fight, by the way). And 
don't worry, hardcore fans; just 
because these special moves are 
easy to execute doesn't mean 
they're easy to land. Effectively 
employing special attacks defi- 
nitely still requires a good deal of 
timing and technique. 

Though my preview time was 
actually spent on an arcade cabi- 
net, we're expecting a pixel- 
perfect recreation on PS3, and 
we'll be getting into character 
for new office showdowns just 
as soon as Capcom deems to 
get the final version in our eager, 
sweaty hands. Scott Butterworth 
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May contain content 
inappropriate for children. 
Visit www.esrb.org for 
rating information. 














ment Europe ©2008 


puter Entertainment £ 


ONLY ON 
<> PLAYSTATION Ə 


rope Developed by Evolution St 





Ab 


PLAYSTATION. Network 





Some of the battles got 
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Persona 4 == 


Hands-On | 


Yukiko Amagi’s Persona, Konohana Sakuya, is the god- 


dess of the earth and Japan's famous cherry blossoms. 





How to kill monsters and influence people 


PS2 AVAILABLE: December GENRE: RPG PUBLISHER: Atlus USA DEVELOPER: Atlus 


ike Persona 3, this is a game 
L about a double life. During 

the day, you're a mild- 
mannered high-school student— 
study for tests, hang out with the 
guys, put the moves on the girls, 
and otherwise lead a laid-back, 
average life. At night? Well, the 
hours of darkness are significantly 
more complicated. 

The Persona series has always 
revolved around a kind of duality. 
Like most of the Shin Megami 
Tensei games, it's built on the 
idea of oddities lurking beneath 
the skin of the ordinary world. 
Persona 3’s big innovation was 
finding a way to express that 
theme through its actual game- 
play: a quirky social-life simulation 
by day, a dungeon-crawling RPG 
by night. What made it interesting, 
of course, was the way those two 
game systems fed back into each 
other. Going out and making the 
most of the mundane had tangible 
benefits when it came time to 
duke it out with the fantastic. 


Persona 4 takes that connection 
to another level. 

Just like in Persona 3, building 
"Social Links" — connections with 
people around town — increases 
the power of the Personas you can 
create and use in combat. Now, 
you can also develop Social Links 
with members of your own party, 
who pick up new fighting skills as 
your friendships deepen. The bat- 
tle system includes some welcome 
new features, too, like an option 
to directly control all four active 
members of the party, which will 
please P3 players who didn't like 
leaving so many 
decisions up to 
the computer Al. 

But even if you 
didn't mind letting 
the party run 
automatically in 
Persona 3, you'll 
want to consider 
taking advantage 
of the extra con- 
trol Persona 4 


offers because the game is dis- 
tinctly tougher. (Unfortunately, it 
looks like monster types haven't 
changed much — many familiar 
enemies are back, with the same 
strengths and weaknesses as be- 
fore.) P4 stops taking it easy after 
the first few bosses and 15 or 20 
levels down the dungeons, most 
encounters are going to keep 


even veteran players on their toes. 


Perhaps as a way of balancing 
that out, the social-sim gameplay 
is much more user-friendly. Per- 


| 


When she's not killing monsters, Chie Satonaka’s a big-time 
kung fu movie freak. Her Persona, Tomoe, wears Bruce Lee’s 
track suit from Game of Death. 














Some fans may resent the fact that 
Persona 4 can't fit two complete 
voice tracks on the one DVD, but 
after a good long chunk of playtime, 
the English dub is holding up very 
well. Even hardcore types may be 
pleasantly surprised—the localized 
script is exceptionally well-written, 
and the veteran actors Atlus cast are 
right at home voicing both games and 
animation. 
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Persona 3 had the Dark Hour, the extra 
hour after midnight. Persona 4’s Midnight 
Channel delivers grim omens in place of 
your regularly scheduled programming. 


sona 3 was solid in that respect, 
but had its limitations. There 
were only a few ways to build the 
main character’s social stats, for 
example, and only a few slots in 
his virtual daytime schedule for 
developing Social Links. Daily life 
could sometimes devolve into a 
repetitive grind, running the same 


boring stat-building cycle over sev- 


eral days at a time. 

Persona 4 mixes up the sched- 
ule with a fuller activities list. Soi 
new pursuits bring in multiple 
rewards —take a part-time job, 
for instance, and you might earn 
money, beef up your statistics, 
and meet a new Social Link all at 
once. Even the simpler activities 
have a little more variety built in. 
In Persona 3, the coffee shop sold 
exactly one item you could buy to 
boost your stats. P4 lets you hit up 
the local Chinese diner and build 
your skills by chowing down on all 
kinds of exotic specials. (Watch 
out for the dreaded Rainy Day 
Mega Beef Bowl Challenge!) 

Persona 4 isn't just a haphaz- 
ard collection of RPG nuts and 
bolts, but we won't be spoiling the 
details of a story that's so 
engrossingly weird. From the mo- 
ment our heroes first fall through 
their TV screen—and no, that's 


Living In A 
Television 


This series has specialized in 
serving up the peculiar, the 
twisted, and the emphatically 
strange. Nevertheless, 
Persona 4's mascot Teddie 
might still hold a claim to the 
heavyweight championship 

of the weird. A cute cartoon 
bear with a literally empty 
head—unzip his body and 
there’s nothing but air 
inside—he seems like the only 
inhabitant of the game's foggy 
otherworld, or at least the only 
friendly one. He doesn’t know 
quite what he is or where 

he came from, but who- or 
whatever created him sure had 
а sense of humor. 


not a typo—their adventure gets 
stranger and stranger by the day. 
Fifteen-plus hours into the game, 
it’s never been so much fun to live 
a double life. David Smith 
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Dragon Ball Z: 


Infinite World s. 


PS2 AVAILABLE: November GENRE: Fighting 
PUBLISHER: Atari DEVELOPER: Namco Bandai 


The last Dragon Ball Ztitle for the PS2, Infinite World takes the best bits and pieces 
from the previous Budokai games (like Dash and Teleport) and melds them into a new, 
customizable fighting system. With over 40 unique characters and a slew of mini- 
games, DBZ fans have a lot to look forward to this November. Teresa 








Fuel Hands-On 


PS3 AVAILABLE: 2009 GENRE: Racing PUBLISHER: Codemasters DEVELOPER: Asobo Studios 


On the back of genre success with the superb GRID, Codemasters has revealed more on its new, 
stupendously huge racing game. Once known in secret as “Grand Raid Offroad” the new Fuel 
details reveal a game that plans to cover 100,000 miles of tracks and racecourses. The game takes 
place in an alternate reality where oil is a hot commodity and the fuel shortage has adrenaline 
junkies thirsting for an opportunity for fast-paced action. Races will be based around famous 
North American locales such as the Grand Canyon and Mount Rainier. It's promised that despite 
the size there will be absolutely no loading zones, and you'll be able to see up to 25 miles into the 
distance! And you'll want to see everything considering you'll not only be battling other racers, but 
environmental nastiness such as cyclones, blizzards, sandstorms, and more. You'll scream across 
treacherous terrain in numerous vehicle types including trucks, quads, SUVs, motorbikes, and even 
rocket cars as you're trying to acquire the last drops of the most precious resource—fuel. Billy 
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The King of Fighters '98 
Ultimate Match First io. 


PS2 AVAILABLE: Janua 008 GENRE: Fighting 
PUBLISHER: Ignition Entertainment DEVELOPER: SNK Playmore 








With all the newfangled brawlers hitting the market this holiday season, it's nice to know 
someone is still looking out for old-skool 2D fighting aficionados. Collecting 64 characters— 
many from SNK's other famed franchises, including Fatal Fury and Ikari Warriors— Ultimate 
Matchis a three-on-three spritestravaganza that allows you to customize your team to suit 
your fisticuff style. For fans of classic arcade sock-choppy, Ultimate Match might be reason 
enough to ensure you've got backward-compatibility on that PS3! Gary 
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Naruto: 


Ultimate Ninja Storm «o. | 


PS3 AVAILABLE: Fall GENRE: Fighting PUBLISHER: Namco Bandai 
DEVELOPER: Cy! 





nnect2 


1 walked into my latest, mostly hands-off demo of Naruto: Ultimate Ninja Storm mildly | 
intrigued. | walked out wholly committed. It wasn’t the stunning cel-shaded character and 
object models that floored me the most (though they're the most gorgeous the PS3 has seen 

so far...even the menus are lush and colorful). Nor was it the sprawling replica of Konaha 
Village, which Naruto uses as a playground for his leaps, kicks, and Shadow Clone Jutsu. 

It wasn't even the pick-up-and-play battle controls, the jaw-dropping ultimate moves (like 
Gaara's Sand Burial), or the new set of skills all characters obtain when they're low on 

health (often accompanied by a physical transition that changes the character's looks). No, | 
it was the moment | saw Tsunade and Jiraiya whip out their mammoth toad and gargantuan 
slug to engage Orochimaru and his giant snake in an epic, multi-part battle so reminiscent 1 
of the anime that it literally felt like І was playing through an episode. That's when | knew H : 
that Naruto fans аге іп for a treat when this PS3 exclusive is released later this year. My only 5 Real World Education 
regret? This fast-paced fighter will feature zero online compatibility, supporting two players 
battling on the same console as its only multiplayer. Teresa 
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Cover Story 





By Gary Steinman 


The world is about to change. 

As you read these words, our fair 
nation will be embroiled in what might 
be the most important election of the 
new millennium. Whoever takes the 
reins of our republic will steer the 
direction of the country for decades 
to come. Indeed, no matter who 
wins, everything will be different. 

But for gamers, something even 
more monumental is afoot: We're 
about to coronate a new prince. 

Not that there was anything wrong 
with the previous prince—a royal 

ig adventurer who, in a trilogy of well- 
Ена МӨ {е 2 ACI еј Ја е) Өг | received games, sold 11 million 
BR copies worldwide. But with the next 
Does пе have the МЕТТШЕТО Шей е SE generation of the PlayStation comes 
- А e" a need for a new monarch to rule our 
gaming days and nights. We hunger 
for a fearless adventurer with the 
courage to tackle corruption wher- 
ever it lies, with the skills to survive 
in an increasingly hostile world, and 
with the charisma to charm a finicky 
populace. We need a leader with the 
conviction to save the world. 

In an exclusive visit to Ubisoft's 
Montreal studio, we spent several 
hours with this new hero, explor- 
ing areas of Prince of Persia that no 
other magazine or website has ever 
visited before. We battled two fierce 
foes—the Hunter and the Warrior— 
along with a host of lesser antago- 
nists. We shared our journey with our 
new partner, the lovely Elika, and we 
learned how this dynamic duo will 
manage the tough task of cleans- 
ing this once-beautiful land of the 
dark, pulsating ichor that has spread 
its filthy tentacles across a perilous 
domain of towering spires and hang- 
ing balustrades. We ran across walls, 
leapt from posts, dashed across 
cliffs, climbed, clung, and clambered. 
We fought fierce battles and solved 

"n brain-busting puzzles. And we didn't 
Platform: PS3 just survive— we thrived. 
: December An exhilarating experience, to be 
n/Advetituré Sure— but is this nameless fortune- 
hunter really the heir apparent? Find 
out more in the following pages, as 
i th we unveil the secrets of this new 


us crown prince... 
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“FARAH! FARAH!” 
It’s a moment of cognitive dissonance, see- 
ing the Prince wandering through the sand, 
shouting out that particular name. After all, 
Farah was your gal-pal in Sands of Time, the 
first in the PS2 trilogy, and anyone with even 
a shred of interest in the franchise knows the 
heroine this time around is named Elika. 

Turns out that Farah isn’t a lady at all. 
Rather, she’s a donkey. And the Prince is 
chasing her because the stubborn ass had 
wandered into a tightly guarded temple region 
with a king’s ransom in gold on her back. After 
a few quick fights with some temple guards, 
the Prince runs into Elika, who haltingly urges 
the Prinée to turn back. Ever the chivalrous 
type, our hero doesn’t want to abandon Elika 
to the goon squad, but he soon finds himself 
overpowered —at which point Elika magically 
intervenes to save him. 

“They’re not trying to kill us,” Elika explains. 
“They’re trying to kill you!” 

“At least tell me how to escape,” the Prince 
protests. 

"| can't leave,” she says shakily. I’ve got to 
get to the temple.” Elika collapses. 

“OK, I'll get you to the temple. | figure | owe 
you something for saving my life.” 

And that’s when all hell breaks loose. 
Literally. After a few additional tutorial bits, 
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the last of a line 
emple guardians, 
ust set the world 





teaching you how to move through the world, 
you find yourself at your chosen destina- 
tion. Upon entering the massive temple, you 
encounter Elika's father, the Mourning King. 
Something is wrong, though—no pater- 
nal hug from proud papa. Instead, a battle 
ensues, after which the King slashes a tree 
at the center of the temple, unleashing dark 
Corruption unto the world. After a thousand 
years of relative peace, the evil Ahriman has 
finally broken free from the long captivity 
imposed by his brother, Ormazd, the now- 
missing god of light. As the last of a line of 
temple guardians, Elika must set the world 
right—and learn what has turned her father 
against this land. 

You escape the crumbling temple into the 
open world, and from this point forward, Elika 
will be with you. She will always be by your 
Side. She will guide you, and she will fight with 
you. And together you will find and heal the 
Fertile Grounds, which feed life energy back 
into the temple while driving back Ahriman's 
Corruption. You will choose where to go and 
how you play in this open-world adventure. 
You will have every single one of your combat 
and acrobatic abilities immediately unlocked. 

The world is yours. All you have to do is 
save it from the apocalypse. 



















Sticks and Bubbles 


How do you tell a linear story in an open world? Easy: sticks and bubbles! 
OK, maybe it’s not that simple. According to producer Ben Mattes, the 
team actually spent countless hours finding the right way to mesh a linear 
narrative with freedom of choice. In fact, they even flirted with a sandbox 
style of game early on, but quickly scrapped it when they saw that “no one 


knew what to do.” 


"[Gamers] would run and then stop and look around, and then they would 
jump and fall and die, and they would run and grab something and wouldn't 


know where to go," Mattes sighs. "It didn't have that flow." 
Here's how it works now: 





Bubbles 
Each bubble region has a 
guardian posing a specific 
challenge: combat, puzzle, 
acrobatic, or some 

combination of all three. Ав 

you heal these bubbles, you'll 

be treated to non-linear story 
segments that reveal quite a 

bit about your particular foe, 

the backstory of the area, and 
the world at large, while helping 
develop the relationship between 
Elika and the Prince. 





Sticks 
Each bubble is connected 
to several others with 
"sticks" —multi-layered 
pathways with acrobatic 
and combat challenges. 
Story is limited here, 

but as you cleanse a 
region, you might find а 
lot of Light Seeds along 
the way. 





Temple 
Think of the Temple as a 

hub of sorts. As you collect 
Light Seeds, which appear 
after you heal a region, you 
will eventually accumulate 
enough to unlock a new magic 
power. You must return to 

the Temple to acquire this 
power. It's there that the 
linear backbone of the story 

is revealed, in what we're 
guessing will be about four to 
Six major sequences. In our 
playthrough, we returned to 
the temple at a key point, and 
along with gaining our new 





ability, we had yet another confrontation with the Mourning King, an intense 
boss battle that also revealed more about the motivating central struggle. 


critical component to our storytelling." 
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Sounds a bit confusing? In practice, it's not. A very clear overmap screen 
lays out all these sticks and bubbles, and you can set any one of these 
bubbles as a destination. (Aside from a few final-confrontation bubbles, 
which are unlocked at various points.) Then, using Elika's compass power, 
you can summon a beam of light that shows you where to go. Meanwhile, 
you can easily check how many Light Seeds you need to collect to unlock 
your next magic power. Finally, you can trigger what Mattes is calling 
“on-demand dialogue." A quick tap of L2 at almost any time will trigger a 
conversation that adds even more detail to the world. "We have literally 
thousands of lines of context-sensitive dialogue between the Prince and 
Elika that fleshes out the story based on what's going on in the game," 
Mattes says. "It's not a pool that will play from A to Z; it's a pool that's 
constantly being refreshed based on what's happening in the game. It's a 
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Strength alone 
won't be enough to 
defeat the Warrior, 

— a lumbering, 
heavily-armored 
monstrosity. 


The Hunter sold 
his soul to Ahriman 
for a chance to f 
pursue the deadlfést 
2 animaf—man. 


Call Elika into action 
with a simple tap of 
the Triangle button, 
‘then follow up her 
attack with any 
number of the’ Prince's 
fandard moves... 


r you can simply 

pound away with 

Elika, sending the 

Hunter reeling with a 

! powerful пў 0100151. 





fter almost а full day in Per- 
sia, whipsawing through acro- 
batic challenges, squaring off 
against monstrous foes, and 
being fully charmed by the 
thoroughly likable Prince and Elika, we're 
convinced. Sure, a few issues have yet to 
be resolved —minor bugs that we have no 
reason to believe won't be ironed out—but 
Prince of Persia has revealed itself to be a 
memorable, rousing adventure replete with 
wondrous feats of derring-do. 
Perhaps most remarkable of all, though, 
is the game's world itself: a 









The Warrior 


As part of our exclusive hands- 
on session, we were the first 
outlet to battle the Warrior, a 
former king who sold his soul 
to Ahriman in exchange for the 
Strength to defeat his enemies. 
Due to his massive size, you 
can't defeat the Warrior via 
conventional means. Rather, you 
need to approach it as a puzzle. 
The first stage in our battle: an 
acrobatic attack to weaken our 
foe. Next: using the environment. 
to finish him off—specifically, 
driving him off a ledge. For 

us, it was an epic, exhausting 
slugfest to get it just right, but 
with additional combat practice 
we're hoping we'll dispatch the 
Warrior with more ease and 
confidence in our next meeting! 


























blocked by Corruption when the world is 
cursed, are unlocked and available for ex- 

ploration once that area is cleansed." 
Combat, however, remains a question. 
Perhaps due to the time constraints of our 
playthrough, we never managed to do 
more than button-mash our way to victory, 
unable to trigger some of the more strategic 
combat combos. But we were nonetheless 
impressed by the cinematic experience that 
combat offered, and we suspect that with 
just a bit more practice we'd be able to pull 
off some spectacular strategic sequences. 
“We literally have players now 


multi-layered, interwoven se- But best yet, this who wil immediately go into 
ries of pathways and hubs that world will change a defensive stance, let the 


somehow work together to 
deliver a cohesive experience. 


infected territory, rapidly 
hurtling through cleansed 


on an environmental puzzle, difficulty. 
the game's environment is a Р 


beautiful sight to behold, with an enticing 
variety of natural settings and astounding 
architecture. But best yet, this world will 
change depending on how you tackle it. 
Think of it as a twist on the concept of evolv- 
ing difficulty: Every time you heal one area, 
more Corruption is pushed into another, in- 
creasing the challenge dynamically. Also, ev- 
ery time you backtrack through a region, you 
might find a new pathway to follow. “There 
are tons of acrobatic pathways through our 
levels that are not the golden path,” Mattes 
promises. “All sorts of shortcuts, different 
things that you can do, most of which are 
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depending on 
Whether you’re slowly inching how you tackle 
forward through Corruption- jt, Think of it 
as a twist on 
domains in search of Light the concept 
Seeds, or busting your brain of evolving 


enemy drive them toward a 
ledge, block block block block 
block, counterattack, do a 
deflect right at the ledge, jump 
over the enemy’s head, so 
suddenly the enemy’s got its 
back to the ledge, two sword 
slashes, enemy’s on the ledge, 
win the struggle mini-game, 
kick the enemy over the ledge, 
and a boss battle is done in 30 seconds,” 
Mattes smiles. “But it’s not easy to do that, 
of course.” Either way, combat seems solid 
enough, but we'll reserve final judgment on 
that portion of the game for the review. 

Whatever the case, the world is about 
to change, and we've got a new Prince to 
guide us through these perilous times. With 
its innovative world structure, compelling 
platforming, intriguing combat, engaging 
story, and stunning art direction, Prince of 
Persia lives up to its royal lineage and might 
once again rule our console for another gen- 
eration to come. Ш 
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MASTER YOUR SURROUNDINGS USING ACROBATIC ABILITIES 
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NEW HEIGHTS, 
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In WWE, the only person you can rely on, other than yourself, is your 
partner. You have each other's backs, and together, you can 
accomplish more than you ever could on your own. 













New Tag Team Gameplay: 
Anew way to play with high-impact double team 
moves and new bone-crunching tag team finishers. 


Create a Finisher: 
An innovative user interface lets you design the 
most devastating finisher moves ever. 


1 ferno Match: (2 
WWE's most hardcore match types lets 
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ur opponentinto the flames. 
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a variety of personal playing styles. 
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FACT: There is no better way to 


spend All Hallow’s Dt with 
the best of the sca 


your pants-spol 


iest. Pick 
Ш poison! 


/ 


Dead Space 
Disarming your enemies: ` 
has never been so 
gruesome, but is it all limb 
cleaving delight or just a 
bloody mess? 


Silent Hil 
Homecoming 

This horrifying romp about 
family, home, and your 
worst nightmares will crawl 
into your head, creep under 
your skin, and own you. 


Resident Evil 5 

Ah, an exotic African 
locale, plenty of sunshine, 
a sizzling hot partner, 
and...an endless parade of 
bloodthirsty zombies. 


F.E.A.R. 2: 

Project Origi: 

Revisit the Origin Facility on 
the night of its destruction, 
but be prepared for an. 
angrier (and needier) Alma. 


PS3 owners: Get ready for. 
the definitive, extended 
version of a gore-filled, 
survival horror mystery set 
in New York's Central Park, 


And more... 

Aliens: Colonial Marines, 
Ghostbusters: The 
VideoGame, BioShock 2, 
‘SAW, and a cryptic new title. 





рх aos 
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Your life depends 
on your ability 
to remain calm. 
Because if you 
can't take off.a 
creature's head 
when it's running 
towards you at Eo 
full speed, you're j 
a corpse. 














few games have enjoy: 
marketable honor of bei 
three countries for their даги 


and hype beats the heal 
compelling survival horror 9; 

You strap on the gravity boots. 
ultra-generic space engineer. 
Clarke— who, like many on the game's 
short list of characters, is about as 
distinctive and exciting as tofu—as 
he embarks on an ill-fated mission to 
repair the USG Ishimura—a deep- 
space mining vessel that has fallen 
mysteriously silent—only to discov 
that the ship has been overrun by a 
legion of horrific monsters. 

















































The game's list of enemies is 

fairly diverse, but some mon- 
sters, such as this guy, are far 
móre annoying than terrifiying. 


i 


“Beneath all the 

blood, guts, 
and hype beats 
the heart of a solid, 
compelling survival horror game.” 


supremely cool a I: e ti n [ neaking ир on you 
what rare Б 1 js mom ‘wearing headphones —or Rise of the 

moments: meth ^ ly over-the-top set pieces Necromorphs 
happens ike 5 е h ore likely to elicit an “Um, 
primary. 1 ' reaction than actual fear. Still, 


espite my complaints, | enjoyed 
Dead Space. Quite a bit, actually. Ex- 
cellent carnage, smartly implemented 
controls, and solid technical work all 
me together to create an experience 
at's fun and frightening. And though 
_ its premise may be slightly unoriginal, 
` its refreshing to play a horror game 

that doesn’t have a sequel number in 
. the title. Scott Butterworth 


ЖЖЖЖ 
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+ 
L2 
The famous 


Pyramid Head 
makes a signifi- 
cant appearance 
in Homecom- 
ing, but his role 
is limited to 
non-interactive 
scenes. That 
doesn't change 
the fact that he’s 
creepy as hell. 





Home is where the heart explodes from terror 


HOMECOMIN 


| PS3 | $59.99 | ESRB: Mature | PUB: Konami | DEV: Double Helix 


Q 



















Consider Yourself 
Warned 


























ense. Т m feeling very tense 
"right now. Having subjected 
myself to the roughly 15 
hours of psychological and 
emotional! trauma that per- 
CS Silent Hill: Homecoming, I'm 
ready for something lighter and more 
“upbeat, like perhaps a visit to a slaugh- 
terhouse, or a root canal. | 6 
_ l'm exaggerating, of course, but only 
a bit. Make no mistake: Homecoming is 
a very trying experience. This is, how- 
ever, the highest praise for a Silent Hill 
game; you know going in what you're | 
signing on for, and the more horri ing 
the experience, the better. 


WSIS AND A URN S _ 
In that regard, Homecomi 9 
one of the best in the sei 1 
the disturbing, occult. 
ror that characterizes the га 
апа ratchets it Up to а person: 
The game deals Wi 


interpret them how you so СПО! 
But the plot isn’t without flaws. 7 
complex interrelationship between the. 
real" world and the “Otherworld” thats 
a trademark of the series sets Up some | 
hard-to-follow moments, especially at 
the beginning of the game. As 1 was 
trying to get my bearings, the game 
kept tossing out apparent non sequi- 
'turs: I’m in a hospital! I'm in a house! 
fm іп a cemetery! The connections 
between the plot points are certainly 
there, but in the first third or so of the 
game they’re confusingly subtle. 
Anyone "who's enjoyed previous 
games in the series, though, will be 
happy їо go along for the пае, and soon 
enough a picture begins to emerge—a 
very twisted, ugly picture. | don't want 
to spoil any details, since some of the 
finest moments in any Silent Hill game 
are those flashes of realization where 
you finally start putting together a 
theory of what's actually going on. But 
Į will say this: Homecoming’s story is 
challenging, but it's consistent. When 
you start to see the big picture, the 
events you've been through definitely: 














make sense. That's something you 
can't say about every Silent Hill game. 


CONFUCTARESOLUTION 

All this fine and frightening storytell- 
ing wouldn't mean jack, though, if 
the gameplay didn't hold up its end 
of the bargain, and with few excep- 
tions Homecoming’s absolutely does. 
The new combat system is fast and 
sensible, making encounters with 
the creepy-crawlies less of a chore 
than in some of the previous games. 
The timing-based evade-and-counter 
mechanics pushed me to approach 
encounters with greater care than in 
previous games, and a single round of 
thoughtfully placed weapon upgrades 
created a natural balance as enemies 
got tougher, 

Combat's not perfect, alas: Both 
movement and camera contro! can 
prove challenging in particularly close 
quarters, and | ran into a few instances 
"where I found myself unable to activate 
а necessary health item because my 
E racter was in the middle of an ani- 
"m also a smidge disappointed 
itike а limited number of 
types compared to previous 
-but given that each enemy is 

ferent, that's forgivable. 

Iso f rgivable are the lengthy load- 
і between areas. They inter- 
rupt the pacing and tension, which is 
Shame, but given the extreme level 
igual detail I'll take the delay if it 
With this quality. Protagonist 

е hepherd's home has a realistic, 
ШЕШ feel, for example, and the grue- 
om у detailed Otherworld areas are 
full” “Of cringe-worthy -moistness апа 
вак decay. Also noteworthy are the 
Characters, which are gorgeously life- 
like апа exceptionally well animated 
(though lip synch still has a ways to go). 
And the real-time transitions between 
the real world and the Otherworld are 
technologically impressive and suitably: 
creepy. The game does stumble with a 
few visual glitches and a couple of sur- 
prisingly bland areas, but overall the 
look is quite striking. 

In fact, the whole game is quite strik- 
ing. Complaints aside, Homecoming 
manages to be consistently excellent, 
serving up one memorable scene after 
another and almost never stooping to 
predictability. | can’t imagine Silent Hill 
fans not loving this entirely worthy suc- 
cessor, and anyone with a jones for a 
true horror fix should also walk away 
satisfied. 

Abit of advice, though: Plan frequent 
breaks. Your emotional well being will 
thank you for it. Joe Rybicki 
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Master Class 
in Pickup 
Placement 











The improved 
first-person 
mode now 
shakes and 
jiggles to make 
it feel like you're 
actually walking. 


Aliens: ин 


Marines 
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е like a company that 

can take criticism— 

and not just the veiled, 

sympathetic “well, at 

least its got а nice 
concept” type, but the harsh rants and 
cold (even cruel) words of finicky gam- 
ers. But Eden Games not only willingly 
scoured the criticism-filled forums after 
its underwhelming release of Alone in 
the Dark on the Xbox 360 earlier this 
year, it was determined to fix the game’s 
flaws, even if it meant changing the 
entire game philosophy. 

Initially, the developers wanted in- 
game actions and behavior to reflect 
real life. So instead of a traditional 
inventory, for example, your items were 
all contained in your jacket. But not all 
the mechanics were cleverly executed. 
To access your items, you had to fumble 
clumsily through your jacket (thanks 
to the unresponsive control scheme), 
and since real life has no pause button, 
enemies would be barreling toward you 
or even smacking you while you tried to 
pull out the right combination of objects 
to fight back. 

But not anymore. After listening to 


Secand time's a charm 


gamers’ feedback, Eden Games has 
learned to balance realism with fun, 
Accessing your inventory is now 
smoother and pauses the action. You no 
longer need batteries for your flashlight. 
The camera has been fixed, so its now 
further behind you and сап be moved to 
see around, behind, or above you using 
the right analog stick. Your character, 
Edward Carnby (who wakes up inexpli- 
cably in a modern New York and has to 
unravel the mystery of why Central Park 
is being mutilated by monsters), is now 
a lot more responsive and able to run, 
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turn, and shoot as smoot С 
ters from other third-person shoote 
The list goes Спаса Controls have 
been simplified, checkpomts added 
Gameplay elements moved of rem 
and from my hands-on experience, the 
developers at Eden Games have tackled 
the crux of the game's original technical 
problems. That fact, plus а new, ехсій- 
sive underground subway sequence in 
the sixth chapter of the game, means 
that PS3 owners will be getting the best, 
most-polished version of this horror fran- 
chise's latest iteration. Teresa Dun 























You play as Michael Becket, a man who's 
mysteriously tied to Alma. Project Origin 
begins 30 minutes before the first game's 
cataclysmic ending. 


andbox worlds have be- 
come common. You can 
run around freely in Assas- 
sin’s Creed, GTA IV, and 
half a dozen games coming 


out this holiday. But when was the last | 


time you heard of a game that empha- 
sizes sandbox AI? That is, deadly intel- 
ligent Al cognizant of your every duck 
or advance, and able to manipulate 


the fully destructible environment as if. 


it were their playground? Hardly ever, 
especially in a horror game—and that 
just makes Monolith’s sequel to the hit 
2005 classic even scarier, since the Al 
enemies in ҒЕ.А.Н. 2: Project Origin will 
hunt you down, lure you out, and strate- 
gically gang up against you. 


As | maneuvered through the lush fix- | 


ings of a posh apartment complex оп а 
mission to retrieve Genevieve Aristide 
(Armacham soldiers were also after her 
for an unrevealed reason), | noticed a 
few superficial changes right away. Proj- 
ect Origin features a richer color palette 


A psychatic girl, a corrupt organization, 
and a point man walk into an ATC facility... 






than the first game, exemplified in the | 
displays of flowers and splashy paint- 
ings | walked passed. Also, while dark, 
cramped hallways are a staple, Project 
Origin features many open environments 


- as well, such as charred streets and 


wide courtyards. The goal, according to 
Monolith, was to keep players on their 
toes, never knowing what'll be thrown at 
them next. 

A more significant change is in the 
controls. The control scheme is laid out 
similar to other first-person shooters, 
and is so easy to pick up that | had no 


Ghostbusters 





Fi 


trouble making my way through levels 
that reminded me, surprisingly, of Call of 
Duty 4 (okay, | had a little bit of trouble, 
but not due to controls...those enemies 
are ferocious). But when | reached my 
first Remnant (a shell of a human that 
mindlessly relives whatever they were 
doing in their last moment of life—the 
exact moment before the creepy Alma 
reaped their soul and turned them into 
a being of psychic power), | admit it: 1 
screamed. | won't reveal why, but know 
this: Even with the variety of eye-candy 
environments and the focus on excellent 
shooter gameplay, Project Origin (and 
Alma) will have you jumping at shadows. 

Teresa Dun 
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Ten years after 
the events of the 
first Resident Evil, 
Chris Redfield 
returns, This time, 
he's determined to 
uncover the origins 
of the zombie- 
creating virus. 


BioShock 2 


DEV: 2K Marin 


SAW 


DEV: Brash Entertainment 


Untitled Game 
DEV: Grasshopper 
Manufacture 








hen you're in charge 

of a franchise as well 

known and successful 

as Resident Evil, you 

can afford to take a 
few risks for the sake of art or ambition. 
That's probably why Resident Evil 5 is 
breaking several of the rules often found 
in survival horror (including traditions the 
franchise helped create). The first and 
most notable? Much of the game takes 
place in the daytime—not in fog or rain, 
but in sun-baked and labyrinthine Afri- 
can neighborhoods, with virus-infected 
zombies lumbering toward you beneath 
a bright blue sky. The second and more 
important change? You'll Бе aided Бу 
Sheva Alomar, a fully capable Al- 
controlled character who will toss you 





| HANDS-ON | PS3 | RELEASE: March 2009 | GENRE: Action Survival | PUB: Capcom | DEV: Capcom 


herbs when your health is low and pop f 
a zombie with a shotgun when it tries to | 


sneak up behind you...or Sheva Alomar, 
a real-life friend playing cooperative! 
with you online. CUM 

Now, you might be thinking, ^two play- 
ers (online or Al) in the daylight sounds 


more like a WWII shooter than a Resi- | 
dent Evil title...is the game still scary?” lf 


my hands-on experience is any indica- 
tion, the answer is a resounding, "Yes." 
Those  crap-in-your-pants moments 
when you're hiding in a room—half- 
thinking you're "safe" because you've 
covered all potential entryways with 


flimsy wooden bookshelves—are more | 


panic inducing than ever. Not only do 
the seemingly endless waves of ene- 
mies pour in from windows and doors, 















2 жас. 
through walls and 
‚ Sun or no sun, 
and even with a friend, survival is far | 
om guaranteed. | BIS 
“That brings me to the controls, known 
-..— for being an additional cause of stress in 
.. Resident Evil games. In the build | tried, 

Î still wasn't able to run and shoot at the 
same time—a trademark feature that |, 
personally, adore about the series. (My 
character is struggling to stay alive, во | 

| why should | have it easy? Plus, it makes 
the panic a little more real.) However, 
producer Jun Takeuchi has hinted at an 
‘evolved ol scheme mers 

-to the series might find 9. 
1 just hope the game maintains the slow, 
tension-filled pacing that’s made the 
franchise so famous. “Teresa Dun 7 
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Goombas 

Super Mario Bros. 

If you stand still and they hit you, you die, but 
then that's true of buses and you don't go around 
stamping on them. You only get 100 points per 
kill too - the gaming equivalent of a $5.00 whole 
chicken. Has life really become so discounted? 


Big Daddies 
BioShock 


They're huge, ugly, armed with a massive drill and 
turn violent with only the smallest provocation, but 
the Big Daddies still make us sad when they die. 
They're only protecting their Little Sister after all. 


"Wake up, Mr Bubbles?' Sorry, ain't gonna happen. 


gamesradar.com 


The official website of the internet 


СатеѕВаааг.сот Тор 7... 


Ваа guys уои didn’t want to kill 


The Colossi 


Shadow of the Colossus 


Most of these huge beasts 
are just minding their own 
business and only attack 
once provoked. Colossus 
13 doesn’t even retaliate, 
instead merely attempting to 
shake you off. They clearly 
feel pain too - stab them 

in the head and you’ll know 
about it. Come on, one of 


"1 
Wa | 
read more? 


“Stereotypical gamers 


g nudity you didn’t E 
* Secret shame B. ou 


them's even got a cool beard, yet 


you still killed it, didn't you? It's 


dead now. You did it. Shame on you. 


GLaDOS 

Portal 

Just as hostages can come to bond with their captors, 
So you end up liking GLaDOS - the female-voiced com- 
puter in Portal, the Best Game Ever Made (TM). Guilt 
for killing her is prolonged because you have to do it a 
piece at a time. While she talks to you. (Sniff.) 


Spotty Bulorb 

Pikmin 

This is the angry mob lynching of gaming, The 
Spotty Bulorb is surrounded in its sleep, worn down 
and then killed. While its children watch! Or maybe 
you killed them first? OK, so it's just like nature. But 
nature can be so cruel. 


Orbinaut 
Sonic the Hedgehog 


After these critters toss their spikes they're just cute, 
marshmallowy-looking creatures that just stare and 
slowly move forwards. They're now totally harmless. 
Are you really such a bastard that you'd kill them? 
Yep, us too. But we felt dirty afterwards. 


Level 1 

Pokemon 

You've been playing for ages and you run into a 
low-level Pokemon. That's when you realise your 
super-powered team of fighters has become a 
remorseless unit. What chance does a level 2 Pidgey 
have against your level 67 Glaceon? 
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ve chose them to PTOM. Letters&futureus.com for a chance to win random junk from Rob's desk. (Score!) Label your email "Famous Mugs" to qualify! 


f so, email their names an 


Recognize these faces: 


Scores 


Rall Nets 


ЖЖЖЖ x 


A game so amazing, the entire PTOM 
staff recommends it. A must buy! 


Kaew 


Not quite a timeless classic, but one of 
the finest of its breed. 


ЖЖЖ Ж 


A finely crafted, thoroughly enjoyable 
experience. Worth your time and money. 


ЖЖЖ 


A strong game. We noticed some flaws, 
but there’s more to like than loathe. 


ЖЖ Ж 


If the topic/license/style is your thing, 
there's enough to keep you entertained. 


PEKRE 


An equal blend of sweet and sour. 
Discerning gamers can find better. 


A smattering of entertainment hidden 
amongst an abundance of flaws. 
x7 


“Argh!” will be the self-created sound- 
track of this game. No thank you. 


We played it so you don't have to. Now 
you owe us cookies. 


Analysis | Buyin 


g Advice | Hardware 
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Meet the experts delivering your buying advice 


If duty called, who would the PTOM team select as their brother in arms? 


ROB SMITH 


EDITOR-IN-CHIEF 


Since Rob imagines that he’d be command- 
ing those in the foxholes (as opposed to 
actually being a grunt), Winston Churchill is 
his ideal brother in arms. “Between puffing 
on cigars and sipping on the finest scotches 
known to man, we'd ensure a decisive vic- 
tory.” AKA: Sitting around and waiting for the 
Americans to save their butts. Again. 


NOW PLAYING: MotorStorm: Pacific Rift, 
NBA 2K9, NBA 09: The Inside, The Last Guy 


GARY STEINMAN 
EXECUTIVE EDITOR 


A battle buddy for the solitary ronin? Gary 
thinks not. Better to go it alone than risk dis- 
cord and dishonor, he mumbled cryptically to 
his PTOM peers. Instead, Gary would simply 
carry a pocketful of Gysahl Greens to quickly 
summon a chocobo if ever necessary. That 
way he could scurry away from conflict while 
avoiding random battles, and thus survive to 
fight yet another day. 


NOW PLAYING: Prince of Persia, Valkyria 
Chronicles, Portal (finally!) 


TERESA DUN 


SISTANT EDITOR 


According to Teresa, it's unlikely that she'd 
ever be allowed into a real battle, because 
she'd shoot her own squadmates — totally 
accidentally, of course, but consistently. 
But despite her questionable aim, Teresa 
selects Aragorn because he would keep 
her alive. "During downtime, he could teach 
me, er, Elvish." Okay... 


NOW PLAYING: Soulcalibur IV (yes, still!), 
The Last Guy, Disgaea 3 


ROGER BURCHILL 
MANAGING EDITOR 


Oddball from the film classic Kelly's Heroes 
is Roger's BIA choice: “We see our role 

as essentially defensive in nature. While 
our armies are advancing so fast and 
everyone's knocking themselves out to be 
heroes, we are holding ourselves in reserve 
in case the Krauts mount a counteroffen- 
sive which threatens Paris...or maybe even 
New York." "Right on, bruddah!" says Rog. 


NOW PLAYING: BIA: Hell's Highway, 
MotoGP 08, NBA 09: The Inside (PSP) 


PlayStation. The Official Magazine 


KEN BOUSQUET 


ART DIREC 


If Ken's in the trenches, he wants a clutch 
performer by his side. Since magazine editors 
don't fit that bill, he'd sign Liverpool EC.'s 
talismanic captain and midfield general, Stevie 
Gerrard (of England's Premier League, for 
non-soccerphiles). Ken would follow him into 
no-man's land in a heartbeat. After all, war may 
be hell, but so is a match on the pitch. 


NOW PLAYING: FIFA 09, Soulcalibur IV, and he's 
been Folding a lot. 


T SCOTT 
‚ BUTTERWORTH 
ASSISTANT EDITOR 


Scott says he'd pick Solid Snake to accompany 
him into battle. If the man can take down зире! 
sophisticated nuclear-enabled tanks by himself, 
surely wiping out an army or two wouldn't be a 
problem. Besides, think of the stories he'd tell! 
Hunting snipers in Alaska...infiltrating mercenary 
armies in the Middle East...being replaced by 
some whiny kid named Raiden for no apparent 
reason. Talk about interesting! 


NOW PLAYING: Dead Space, Wipeout HD, 
BioShock 
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Brothers in Arms: 











Talk about a bad week to visit Holland... 


PS3 PRICE: ESRB: PUBLISHER: 


peration Market-Garden. 

September, 1944. I’m ina 

sprawling meadow trying to 
rescue glider-crash survivors pinned 
down by heavy fire. I’m directing 
the advance of my Fire and Assault 
teams from cover to cover when | 
spot a German soldier’s helmet peek- 
ing up from behind an emplacement 
several hundred yards away. It’s a 
longshot. No chance in hell I'm going 
to hit him, but...| raise my М1 Garand 
rifle...steady my aim...and fire. 

Thanks to Brother in Arms: Hell's 

Highway’s Dramatic Moments sys- 
tem, I’m rewarded with a short, slow 
motion cutscene of my enemy’s head 
disintegrating in a cloud of chunky 
red mist. While a small, outraged 
voice in me decries the inhumanity of 
war its cries are drowned out by the 
one that proudly and audibly exults, 
“Damn! What a shot!” 


DEVELOPER: 


It’s a personal high point in Hell's 
Highway that occurs relatively early 
in the game and one that | hoped 
would set a precedent for the battles 
to follow. After all, there’s a lot to 
like here. 

Brother in Arms fans will find 
the core experience in this third 
franchise installment (first on the 
PS3) familiar and enjoyable, as you 
continue the storyline that began 
on the D-day beaches of Normandy 
with Staff Sergeant Matt Baker and 
the men of his 101st Airborne Recon 
unit. The game's signature squad- 
based tactical command element 
offers a challenging contrast to the 
run-and-gun gameplay inherent to 
the genre, with battlefield suc- 
cess and survival dependent on 
how quickly and effectively you 
can ascertain the enemy's location 
and strength, analyze the terrain, 


б, 
1! 





and assign responsibilities to fire 
teams as you direct them to provide 
suppressing fire and neutralize the 
threat. Even on the easiest of the 
game's three difficulty settings, 
some areas are guaranteed to be a 
stiff tactical and trigger challenge. 

As expected of a PS3 game, the 
most readily noticeable improvement 
in Hell’s Highway are the graphics. 
The visuals hold up well against 
other WWII action game peers with 
detailed characters, equipment, and 
environments—the only demerit 
being an animatronic-quality to the 
main characters during the extended 
story cutscenes. 

Still, as attractive as the game 
is to look at, the longer you spend 
surviving the tense field-to-town- 
to-building encounters the more 
you begin to notice its gameplay 
shortcomings. The dramatic 
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moment | initially described 
should have set the stage for 
bigger and better events to come. 
But level after level, the gameplay 
revolves around three objectives: 
kill enemy soldiers, knock out 
88mm gun emplacements, or 
destroy Panzer tanks. While the 
scenery may change, the objec- 
tives and the way you engage 
them do not. If the aim was to 
recreate the day-to-day grind 

of infantry life, Hell’s Highway 

is a direct hit. Respite from the 
constant (and soon to be familiar 
feeling) squad-based fire fights is 
rare, consisting of the odd solo 
excursion where you rely on your 
shooting skills, and simplistic 
tank-driving levels where you get 
to blow stuff up. 

The gnawing gameplay frustra- 
tions centered on design deci- 
sions rather than their effective 
implementation; but the more | 
played the more | wondered. | 
can understand not making the 
environments in the sandbox- 
mold since it would defuse the 
challenge and tension of combat 
situations. But | don’t understand 
why elements within a given area 
are not completely accessible. 


“Gute! We'll use thi 
-<моодеп fence for cover! 


Why are there buildings | can’t 
enter or doors | can’t break down? 
It would be a more gut-wrenching 
experience if it weren’t obvious 
which buildings | could walk by 
without fearing for my life. Other 
world-undermining inconsisten- 
cies include the selective defor- 
mation system (see sidebar) and 
the arbitrary ability to jump over 
some obstacles but not others. 

Al has been a point of complaint 
for the BIA series, and while there 
have been incremental improve- 
ments, it still needs work. Enemy 
soldiers aren’t as predictable in 
timing and location when popping 
up from behind cover to take a 
shot, but they still remain stupidly 
exposed much too often. And 
where’s the challenge in taking out 
a Panzer when it follows the same 
predictable circuit around town? 
(Hey, Fritz. Did a bazooka round 
just hit us? Let’s go around the 
block again to check.) Squad- 
on-squad battles are only truly 
satisfying when your opponent is 
as skilled and as smart as you. 

But the most questionable 
design decision is the squad com- 
mand mechanism. To be fair, the 
point-at-location/target-to-direct- 


(Injcomplete Destruction 


Hell's Higway's new deformation system means 
that you need to be selective about what you 


ver. Wooden fent in particular, offer lit 
tion from enemy fire and bulle 
? interior walls. Stone walls, 
st protection. 
er is a nice, 
implementation is puzzling 
Bullets that shred a wooden barrel can't 
that the enemy is hiding behind? 
e Kevlar for furniture 
опе wall stopping a bullet 


squad mechanic is a tried-and- 
true system that works, but it's 
more cumbersome than it needs 
to be. It's much too easy to inad- 
vertently tap the L2 (Command) 
button during the heat of battle 
and accidently direct a squad into 
the enemy's kill zone (there are 
four optional pre-set control con- 
figurations, but none alleviate the 
problem completely.) Even when 
you mean to issue a command, 
sloppy aim will see your squad 
set up in front of a wall instead of 
behind it. There's no easy way to 
rescind a command once it's is- 
sued, and while the Al makes the 
best of bad situations, it's woefully 
inconsistent. Since the Tactical 
Map, which displays battlefield 








layout and enemy troop positions, 
is so frequently referenced during 
combat, it just makes more sense 
if you could use it to direct and 
position your squads as well. 
Reviewing my list of hits and 
misses for Brothers in Arms: Hell's 
Highway, "т astonished by how 
competent a game it is, but how 
inconsistent and unremarkable 
the experience ultimately felt to 
me. Perhaps that’s to be expected 
for a game centered around 
Operation Market-Garden—a 
resounding Allied defeat where 
the only victory was surviving 
to fight another day. Both the 
story and gameplay arcs seemed 
pedestrian with the story focusing 
on character development and a 
revelation that wasn’t particularly 
compelling, and the gameplay 
never crescendoing to a big payoff 
ending. Like Baker and his squad, 
| felt fatigued and unfulfilled after 
my journey down Hell’s Highway, 
but consider it a holding action: 
The war goes on, and if Gearbox 
can continue to address Al issues 
and infuse the story and gameplay 
with a more epic arc and charac- 
ter, PII still be eager to enlist for 


the next fight. Roger Burchill 
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Midnight Club: 











Like its predecessors, MC:LA features 





opponent-wrecking special abilities, which 
can be equipped one at a time and level up 


the more they’re used. Agro, Zone, and Roar 
return from MC3, enabling you to bash enemies, slow time, and blast other vehicles off 
the road, respectively. Newcomer EMP, meanwhile, temporarily fries your opponents’ 


The city, she loves you 


PS3 PRICE: ESRB: PUBLISHER 
mong the open-world 
racing set, the Midnight 
Club series always man- 

aged to hit the right combina- 

tion of style and substance. Set 
in a compacted (but still fairly 
accurate) version of L.A. that's 
teeming with pedestrians you 
can never quite hit, Midnight 

Club: Los Angeles casts you 

as a cocky wannabe out to win 

friends, cash, and cars on an 

illegal street-racing circuit. The 
basics are the same: Drive 
around the city looking for 
opponents, challenge them by 
flashing your brights, and then 
get ready to roar through point- 
to-point races. But this time the 
scope is bigger and the entire 
city bristles with realistic detail. 
That realism isn't always a 
good thing, as МСА loses 
some of the series' over-the-top 
craziness and high-speed invin- 
cibility in the bargain. You could 
harmlessly bounce off oncoming 
traffic in Midnight Club 3, for 


DEVELOPER: 


example, but here you'll likely be 
treated to an elaborate, Burnout- 
style crash. That would be great 
if you didn't have to then watch 
all your opponents tear past 
while waiting to respawn and 
play catch-up. 

Despite the crashing setbacks 
(which we'll chalk up to the 
game adding a more refined, 
demanding driving mechanic), 
MC:LA still manages to be a lot 
of fun. Even in compact form, 
L.A. is filled with blind alleys to 
cut through, hills to bomb down, 
and police to evade—all of 
which are a blast at eye-peeling 
speeds. And despite the realism, 
all the weird, fun driving abilities 
remain, such as drafting behind 
an opponent to build up a turbo 
boost or driving on two wheels. 

Best of all, MC:LA is huge. At 
any given time, there might be 
20 or so racing events on the 
map to pursue, and it's often 
unclear what will advance the 
story. That's not even counting 


electrical systems, making them swerve off-course. Simply awesome. 





the customizable Arcade races, 
online play, or the race editor 
mode, all of which you can slip 
into at any time, with the win- 
nings (including “Rep” experi- 
ence points) transferring over 
to the career mode. And if you 
somehow get bored with that, 
you can spend hours tinker- 
ing with your cars, adjusting 


everything from their shocks and 
engines to the size of their rims 
and the amount of window tint. 
So long as you've got the skills 
(or beefy enough cars) to avoid 
crashing constantly, you can find 
an almost endless supply of fun 
on the streets of L.A. 

Mikel Reparaz 
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brute of a tank. | can see no 
ous weakness—no familiar blue 
incandescence signaling a vulner- 
able battery in the back, a standard 
feature on every tank I've encoun- 
tered up until this point. And I’m 
running out of time. If | don’t stop 
this colossus from rolling right over 
my ragtag squad and my makeshift 
encampments, | might as well toss 
in the towel for the entire inde- 
pendent nation of Gallia. Making 
matters worse, I’ve also heard over 
the radio that yet another hostile 
regiment is bearing down on us— 
quickly —so even if І do figure out 
how to eradicate the menace in 
front of me, | still need to squirrel 
away enough strength to face the 
threat to come. 
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This tense 
moment occurred in.Chapter 7 
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no matter what the odds. (іп this - 
particular case;'stacked absurdly 





of Valkyria Chronicles, during ап 
epic, hard-fought, start-over-again- - 
several-times battle that seemed 
hopeless at first. But as | said 
before, there’s always hope, 
because in the first eight or so 
hours leading up to this intense 
tussle and in the dozens of hours 
afterward — Valkyria revealed itself 
to have one of the most dynamic 
battle systems I’ve ever encoun- 
tered in a Japanese tactical RPG. 
















н, 

‘pers 
along the cliff face and into the "NW 
Batomys' blind spot (avoid Mose 
machine gun turrets!), then climb 
on top of the enemy tank and use it 
as a perfect perch to pick off those 
soldiers lurking on the next ledge. 
As for what to do next? l'II leave 
that up to you, soldier. p. 
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War is a time of hope. | know...that 
sounds a bit backward. But really, it 
is. After all, you need to believe that 
despite the brutality, the mayhem, 
the disruption, the death, something 
good will come out of it. If not, why 
bother fighting at all? 

That's one of the central themes 
that weaves through Valkyria 
Chronicles' multilayered story, and 
coincidentally it's a remarkably 
relevant theme for the state of the 
JRPG among U.S. gamers. What 
was once a lively genre has gotten 
stale, fallen to the wayside, desper- 
ately crying out for relevance. Enter 
Valkyria, which radically overhauls 
the tactical RPG combat system and 
in the process revitalizes the genre— 
at least for this gamer. 

What's so special about combat? 
First off, it's fully 3D. Gone are the 
checkerboard tiles that demarcate 
your position —but that's just the 
beginning. The trenches dip below 
the ground, the mountains soar 
above, the grass provides genuine 
cover, as do sandbags, city walls, 
trees, and trucks. In other words, 
what you see is what you get. No 
more gaudy, contrived "fog of war" 
obscuring your view of the battle- 
field. Instead, send a Scout deep 
into enemy territory and you'll see 
whatever that Scout sees. But if that 
Scout is killed, you'll have no idea 
what's going on beyond that next 
ridge. And the same goes for the 
enemy: If they don't see you, they 
won't attack you. Plan accordingly. 

The other big innovation: Combat 
happens in real time. Yes, you're still 
taking turns, using your Command 
Points to move your troops around, 
then when you're done, waiting for 


the enemy to go through his round. 
But once you actually select a 
soldier—be it a well-rounded Shock- 
trooper, tank-crushing Lancer, or 
any of the other three classes—the 
battlefield jumps to life. You move 
in real time, hustling as bullets whiz 
by, ducking for cover in the face of 
sniper fire and mortar shells, sneak- 
ing behind a foe when you can, and 
pulling that trigger once you're in 
position. Not only does this add a 
thrilling new sense of danger to the 
offensive portion of tactical RPGs, 
but it plays a significant role in your 
defensive setups as well. Nothing 
beats the immense satisfaction 

you get when your perfectly placed 
troops pick off enemy soldiers as 
they charge your front, without your 
having to make a single additional 
move. It almost feels as good as a 
long-distance one-shot kill from a 
hidden Sniper. Almost. 


Yet despite the innovative battles, 
Valkyria does stick to form when it 
comes to the story itself—or, more 
to the point, how it tells the story. 
The unique and gorgeous visuals 
aside, Valkyria is painfully traditional 
in the way it segments off its narra- 
tive, pushing it out in discrete, com- 
pletely non-interactive bits. It's also 
chockablock with JRPG and anime 
clichés, including one of my all-time 
faves, the beach getaway, com- 
plete with skimpy bikinis and plenty 
of blushing all around. And make 
sure you're ready to read: All the 
cutscenes are competently voice- 
acted, but you'll also encounter 
page after page of text-based back- 
ground material covering everything 
from the details of your weaponry to 











dossiers on your squad mates. 

But that's not necessarily a bad 
thing when you consider that 
despite the too-familiar trappings, 
the story is a real hoot: an alternate 
take on Europe on the eve of World 
War Il, but in this particular Europe, 
ragnite is the precious energy 
resource that's driving everyone 
mad for conquest. Valkyria's tale 
also moves in several interesting 
and unexpected directions — but like 
many RPGs, it's as much a vehicle 
for the stereotypical (yet exceed- 
ingly likable) characters to grow and 
develop as it is an end unto itself. 

And truth told, having some 
familiar genre conventions can be 
somewhat comforting to PlayStation 
JRPG fans desperately hoping for 
the next great gaming fix. Espe- 
cially when they come with a battle 
system so refreshingly unique and 
utterly addictive. Bary Steinman 




















No man 
left behind 


With 100 possible recruits 

to rotate into and out of your 
squad of 20 soldiers, you'd 
think it'd be tough to keep 
them all at the same level. 
Valkyria Chronicles does 

away with the benchwarmer 
conundrum by allowing you to 
allocate your experience points 
to an entire class of soldier— 
so, say, all of your Lancers will 
level up as one group. This 
moves the focus away from 
monotonous level-grinding and 
on to strategic troop selection 
and battle deployment, which 
is a monumental task in 

itself, because you have to 
balance out affinities (which 
squad mates get along best) 
with Potentials (innate skills 
and deficiencies, like Camp 
Defender, Desert Allergy, even 
proclivities for different sexes). 
Simple, efficient, brilliant. 
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More money, more problems 


DEVELOPER: 


PS2 PRICE: ESRB: PUBLISHER: 
implicity reigns supreme in Dokapon 
Kingdom, with simple combat, a simple 
story, and a simple goal: earn more 

money than anyone else. It’s an RPG built 

around multiplayer competition, where up to 
four friends trek across a board-game-like 
map, battling monsters and capturing towns. 
In the rock-paper-scissors-style battles, 
opponents take turns attacking and defend- 
ing. If the moves each player chooses match 
up (a normal attack is met with a normal 
defense, a magic spell with a magic guard, or 

a strike with a counter), the defense succeeds, 

otherwise the attacker wins. For monster 

encounters, you can try to make predictions 





by viewing its stats, but choosing "correctly" 
boils down to luck. Predicting friends' moves 
can be as psychologically complex as your 
imagination permits. 

Two-player games tend to quickly become 
unbalanced, as whomever leads early on 
easily widens the gap, leaving the straggler 
with little hope of recovery. With three or four 
players, balance occurs naturally because the 
leader must constantly fend off multiple assail- 
ants, but the trade off is excessively long waits 
between turns. 

Dokapon's fatal flaw is its wait-to-play ratio; 
since actual engagement between players 
happens rarely, watching three players take 
their turns while you twiddle your thumbs 
wears thin fast. Even if you're playing alone, Al 
characters often take leisurely strolls through 
the item shops while your eyes glaze over and 
your irritation mounts. RPG fans are accus- 
tomed to taking turns, but taking turns to take 
turns pushes the limits of patience. 

Most palatable in short bursts, Dokapon's 
quickplay modes are best, such as Battle 
Royale, where everyone races toward specific 
goals like capturing a particular town or rack- 
ing up the most kills in a set time. Lonely 
gamers may squeeze some fun out of playing 
with friends, and the traditional-RPG-turned- 
party-game format is certainly novel, but 
unfortunately it’s just that —simply a novelty. 

Carolyn Gudmundson 














The canned animations can make it look like 
your characters are having seizures. 


Second time around— 
but still no Vikings 
PSP Price: $29.99 Everyone 10+ 


: XSEEU Games, Marvelous Ent. 
Ke 


I still shudder when І recall the harsh 
learning curve of the first Valhalla 
Knights, where | had to navigate 
numerous menus just to perform 
magic (the real-time action didn’t 
pause in menu screens, and even if 
you chose to hotkey a spell, it still 
took just as long to cast), all without 
a sufficient tutorial. Sadly, that hasn’t 
improved the second time around. 

The real-time battles might lull you 
into thinking the game's a hack 'n' 
slash adventure, but | got wise after 
spending three hours grinding to earn 
enough money to hire a party —and 
then another few hours squinting at 
the extensive stats menus. Seriously, 
if this dungeon crawled any slower, 
it'd be going backward. 

If you're in it for the multiplayer (up to 
two, in either co-op or versus modes), 
you might enjoy sharing the experience 
with a friend. But the rest of us will 
be disappointed no matter how many 
hours we sink into the game. 

AJ Glasser 


You need to control your entire party: 
switch between them using the left 
shoulder button. Too bad the controls 
are so clunky. 
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Blitz: 











Still waiting for more of that old Blitz magic 


PS3 PRICE: ESRB: 


hen the original NFL 

Blitz hit the arcades, it 

was an absolute blast. 
This was football stripped down 
to its basest (and, arguably, most 
entertaining) level; you didn't 
need to worry much about strat- 
egy, just put the ball in motion 
and watch the sparks fly. Over 
the years, though, the series has 
become both more complex and 





PUBLISHER: 


DEVELOPER: \ 


(marginally) more realistic. While 
that evolution brings its own 
entertainment —and unquestion- 
ably greater depth — some of that 
pure, simple fun of the original 
game has been lost. 

Such is the case with Blitz: The 
League ll, a brutal game of no- 
holds-barred football that makes 
marginal improvements over its 
2005 PS2 predecessor but still 
finds that old Blitz magic 
out of reach. The game's 
got plenty going for it. 

For one, it looks fantastic, 
with spectacularly detailed 
characters both on-field 
and in the melodramatic 
Story segments of the 
Campaign mode. The 
stadiums look realistic, 
with beautiful weather ef- 
fects that impact both the 
play mechanics and the 
appearance of the play- 
ers. And those painfully 


detailed injury anima- 

tions, all snapping 

bone and spraying 

blood, are always cringe-worthy. 

The story in Campaign mode 
is reasonably entertaining, and 
the writing and voice work are 
all topnotch. Jay Mohr, as your 
character's agent, is particularly 
good and speaking of the voice 
work, Frank Caliendo's Madden- 
on-speed color commentary is 
laugh-out-loud funny. 

If only the actual gameplay 
were as excellent. The League II 
offers little new over its prede- 
cessor; in terms of gameplay, 
it pretty much comes down to 
injury-treatment mini-games, 
post-play "beatdowns", and 
the ability to occasionally target 
a specific body part for abuse 
when tackling. The real problem, 
though, is that the controls can 
be so unreliable. Runners can get 
stuck in crowds, tackle attempts 
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can go ridiculously off-target, and 
trying to maneuver a player under 
a tipped ball is infuriating thanks 
to what appear to be unbreakable 
running animations. 

This sort of thing doesn’t 
happen all the time, but it was 
enough to shake my faith in 
the ability to effectively com- 
plete plays consistently. | felt 
like the game was frequently 
taking control out of my hands. 
Ultimately, The League Il seems 
to be trying to have it both ways, 
to be realistic in some areas and 
over-the-top in others. The result 
is a mish-mash that is at times 
awkward and frustrating. It's 
entertaining when all's working 
as it should, but that just doesn't 
happen as often as it should. 

Joe Rybicki 
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START EARNING NOW! 
- Why waste the best days of your life 
- going to. college when уои сап train to 
become à BURRITO: TASTER! Money, 
power and jet packs are just some 
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EAT THE GOOD LIFE!!! 
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LEAD YOUR COUNTRY 
TO VIETOR 


BE EXCITED a 


ABOUT VALKYRIA CHRONICLES. “LET'S JUST GET IT OUT OF THE WAY: 


END OF STORY.’ IT was FANTASTIC... WAS EAS Y 


-IGN, WINNER E3 BEST STRATEGY GAME 


As the heroic commander Welkin, lead your small platoon to defend your country 
against the Empire's invading enemy forces. With Valkyria, a powerful ancient race 
in their ranks, the massive army must be defeated with elaborate strategic maneuvers 
and action-packed real-time combat. 


Animated Blood 

Mild Language 

Mild Suggestive Themes 
Use of Tobacco 
Violence 2 À қ 3 ] h ] 

ESRB CONTENT RATING тиш SEGA is registered in the U.S. Ра d mark Office. S EGA logo and Valkyria Chronicles are either registered trademarks or trademarks of SEGA Corporation. 


OSEGA. All Rights Reserved. "PlayStatio AY N” nily logo are register arks of Sony Computer Entertainment Inc. 
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Buzz! Quiz T 


Trivia buzzing from couch to couch 


Pro Tip for throwing 
pies: Aim for the 
character above the 
one you're actually 
trying to hit. If only 
two people are left, 
aim for yourself. i'm 
totally serious! 


PS3 PRICE: $59.99 [including controllers) ESRB: Teen PUBLISHER: SCEA DEVELOPER: Relentless Software 


t first glance, Buzz! Quiz TV might 
A Seem limited. After all, it’s got only 

one multiplayer mode when eight 
(or fewer) people are playing on a single 
console—the same Pie Fight, Point Stealer, 
Short Fuse, and other rounds that you've seen 
in previous Buzz! games, all packaged in an 
uncustomizable, pre-determined seven-round 
дате along with a lackluster single-player 
mode that includes no sense of progression 
whatsoever (you might as well be playing with 
flashcards). That said, the game more than 
makes up for those shortcomings with its 
beefy online support. 

Jockey to the top of the single-player 


à 
DWAYNE, WHICH QUESTIONS WOULD YOU LIKE IN THE NEXT ROUND? 


. 
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ee қ ei N 
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FOOD AND DRINK | 


mcm 
ACHIEVEMENTS 


Tv ums 


My favorite category? Videogames! That one'll be 
available for download shortly after the game's 
release (along with some extra costumes). 
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leaderboard (oh boy, all the trivia junkies are 
going to love showing off their "skill," or rather, 
| should say, their dorkiness) or participate in 
online Buzz! trivia battles (the Sofa vs. Sofa 
mode supports up to four players). You can 
also download new questions, characters, 
outfits, and other goodies in Quiz Packs that 
will be released. The most exciting feature, 
however, is the ability to create your own 
quizzes (go to MyBuzzQuiz.com to find out 
how), upload them online, have them rated, 
and also download quizzes that other players 
have made. 

The trivia, graphics, and over-the-top game 
show razzle-dazzle are up to the usual Buzz! 
par, and Buzz himself is as suave and charm- 
ing a quiz host as ever. With the new online- 
friendly additions, Buzz! Quiz TV deserves to 


be in any trivia fan's library. Teresa Dun 


The menu interface is actually the great Buzz him- 
self surfing through some TV channels. | like how 
he uses the Buzz! controller as a remote. 
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Quiz Host mode includes questions like 
“Сап you guess what color I'm thinking of?” 
and lets the host decide who receives 

the points. 


What's the best way to adapt a party 
game to the PSP? By adding a light 
’n’ breezy single-player campaign 

and making multiplayer a cinch for 
anyone to hop into—PSP owner or 
not. That’s what Relentless Software 
seems to believe, and after spending 
more hours than strictly necessary 
testing Buzz! Master Quiz, I'm inclined 
to agree. 

Master Quiz introduces a single- 
player mode that includes 15 different 
stages. Instead of straightforward 
trivia, some stages require you to 
identify pictures, view film clips, and 
more, which adds a vital layer of 
variety to the game. 

The best part, though, is the multi- 
player. Up to six can participate, but 
only one Buzz! UMD is required. Ever. 
In Pass Around, you pass a single 
system from player to player while 
answering a variety of interactive 
questions. Quiz Host lets one player 
act as the, er, quiz host, reading ques- 
tions and managing the points of the 
six contestants. Lastly, Game Sharing 
lets up to four players (again, still 
using only one Buzz! UMD) participate 
in a customizable round of Fastest 
Finger on their own PSP systems. 

Buzz! Master Quiz is a title that 
anyone interested in portable party 
games should consider, whether 
you're a parent needing a diversion 
for the kids in the car or a PSP owner 
looking to flex your trivia muscles. 

Teresa Dun 
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Grand Prix motorcycles are purpose-built racing machines, as opposed to the modified versions of road-going motorcycles utilized in the Superbike World Championship series. 
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MotoGP 08 


Masochistic racers: Your ride has arrived 


PS3 PRICE: ESRB: PUBLISHER: 
s a long-time racing fan, | don't 
often get my butt kicked by any 
game set on wheels, but MotoGP 

08 had me cursing from the get go. And 

not because of any noteworthy gameplay 

deficiencies — winning races aboard these 
uber-powered bikes is just plain hard. 

Car racing fans will quickly discover that 
motorcycle racing has its own inherent 
demands, where setting up the correct line 
and negotiating your way past other riders 
is exponentially more challenging. Success 
in MotoGP requires dedicating an inordi- 
nate amount of time to acclimate yourself 
to its intricate control dance of steering, 
throttle, and braking inputs (not just one 
brake button, but two: front and rear). 

Interestingly, the game also has two 
separate difficulty settings—one for the 
opponent AI and one for the performance 
characteristics of your own motorcycle. 
Mixing and matching the settings means 
races can always be competitive, but 
mastering your own ride is a challenge, 
even in the “easy” Arcade mode. Count 
on ridiculous hours of practice if you want 
even a glimpse of the pack with the set- 
tings on Champion and Simulation. 

As racing games go, MotoGP comes 
well equipped with the standard range 
of Quick (single) Race, Time Attack, and 
Championship (season) modes. The 
50-item Challenge mode is an additional 
entertaining diversion, but the payoff of 
a real-life GP photo for each surmounted 
challenge is a letdown. Career mode is 
where the simulation experience really 
blooms as you create a rider and work your 


DEVELOPER: 


way up the ranks of the 125cc and 250cc 
classes to the top-tier MotoGP level. There 
are no shortcuts in this mode, as you'll 
need to run qualifying races and tune your 
bike to match the specific track character- 
istics if you want to succeed in the actual 
races. Multiplayer is a strictly online affair, 
but the ability to use your tuned Career 
mode ride is an appreciated touch. 

So what's not to like about a supremely- 
challenging hardcore motorcycle simula- 
tion? Well, setting aside MotoGPs ego- 
deflating ‘challenge curve, there's simply 
not much in the way of an emotional payoff 
for succeeding. | managed to win a season 
championship (ahem, admittedly, on 
Arcade setting) with the only reward being 
top billing on the leaderboard. (How about 
a freakin’ trophy ceremony at least?!) 

Motorcycle-specific racing fanatics 
will lose themselves in MotoGP’s depth 
of details, but most gamers will find the 
practice-requisite experience an oddly 
passionless grind. Roger Burchill 
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MotorStorm: 











An iterative addition to the competitive racing field 


PS3 PRICE: ESRB: PUBLISHER: 


he positive sales and 

even critical reception 

enjoyed by the original 
MotorStorm release on PS3 
was certainly aided by its being 
first-to-market for racing fans 
on their shiny new systems. 
Now, with a healthy catalogue 
of racers on store shelves, this 
sequel—or more accurately, this 
1.5 upgrade—really needed to 
bring the proverbial “it.” Racing 
on a beautifully-detailed Pacific 
island, across four elemental- 
themed Festival circuit locations, 
MotorStorm: Pacific Rift supplies 
eight core vehicle types and a 
format that builds just incremen- 
tally on the original release. 

You pick a driver from a few 
personality-deprived options 
(new similarly bland additions are 
unlocked with various race suc- 
cesses) and head to the earth, 
air, fire, or water stages to take 
part in one of two open races, 
with more unlocked as you 
finish in the top three. Like the 
original MotorStorm, each track 
provides a couple of different 
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routes, some suited to particular 
vehicles (tight spaces that only 
a bike or quad could easily fit 
through, for example). You're 
able to choose a vehicle type 
from set options for that track 
but you can still find yourself 
racing against monster trucks... 
and bigger. That matters when a 
large piece of the racing strategy 
involves bumping any of the 
other 15 vehicles in the race. To 
get out of harm's way, or to get 
ahead, you manage a boost 
meter that will cause your 
vehicle to explode if you push 
it too far into the red (though 
driving through water cools your 
meter whereas zipping over lava 
causes it to hit the danger red 
zone faster). 

Like in the original, slow- 
motion wipeouts add visual 
flair to your crashes. Pity they 
a) are too frequent, and b) only 
showcase failure. That's my 
core complaint with Pacific Rift's 
progression as you level up 
(unlocking vehicle types and 
drivers) with each race win, 


place, or show: it seems to have 
forgotten that Burnout is the 
only racer to ever make crashing 
(failing) fun, and integrates it into 
the gameplay. Similarly, Pure's 
addition of aerial tricks gives 
purpose to catching air. In Pacific 
Rift, you're just in the air, or you 
just crash. And given that some 
tracks hide small rocks that bring 
your vehicle to a shuddering halt, 
or are set at dawn, providing 
lighting that essentially forces 
you to drive in the near-dark, 
it's far more frustrating than fun. 
The Wreckreation 
mode is more sedate, 
letting you practice 
all the routes with all 
the vehicles against 
ghost racers for top 
times, and | hope the 
online community 
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flourishes to generate ongoing 
support. But the core racing 
experience makes the misstep 
of celebrating failure rather than 
making the actual winning of 


races definable fun. Rob Smith 






































Midway has promised more with future DLC. 


The TNA roster is relatively small, with only about 25 wrestlers making the cut. 
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Every match type in 
Impact! contains the 
same rule set—no 
disqualifications 
and no count-outs. 
And sadly, you 

can't modify this 
under Options. Hey, 
where's the ref? 


TNA Impact! 


Six sides can barely contain the mediocrity 


PS3 PRICE: $59.99 ESRB: Teen PUBLISHER: Midway DEVELOPER: Midway Los Angeles 


very wrestling fan should have been 
E looking forward to Midway doling 

out some healthy competition to 
THQ's annual WWE SmackDown franchise. 
After all, you'd think that if TNA (Total Non- 
stop Action) can provide exciting wrestling 
on a weekly basis, then surely their debut 
game, TNA Impact!, would match the best 
of THQ's offerings. Unfortunately, a rollick- 
ing “real-life” version doesn't necessarily 
translate to a compelling game. 

TNA's arcadey controls (face buttons for 
attacks, L1 to add a Strong modifier) pro- 
vide a simplistic move set that ultimately 
proves too shallow. You can only button- 
mash for so long before the rubberbanding 
Al starts reversing your entire offense by 
spamming the same moves repeatedly. 
Furthermore, even on the easiest difficulty 
setting, /mpact! is aggressively unbal- 
anced. You might manage to whittle down 
your opponent's health only to have them 
somehow kick their way out of a pin—even 
after a finisher! Outside the ring, oppo- 
nents are dumber than a box of hammers, 
a claim illuminated by the way they sprint 
right into the steel steps if they're given 
chase. Tag matches are even worse... 
| shouldn't be able to pin my opponent 
mere feet away from his partner! 


The rest of Impact! reads like a laundry 
list of disappointing features. Only nine 
Exhibition modes are available and each 
plays similarly, including the so-so Ultimate 
X match. You can't defend belts. Chairs 
are your only weapons. Create A Wrestler 
is severely gimped and doesn't support 
female grapplers. Even Story (not Career) 
mode is inadequate, depressingly linear, 
and boring. Oh yeah, no blood either. Or 
Trophy support. And Online only lets you 
go one-on-one without CAWs. 

On the plus side, Impact! is absolutely 
gorgeous. Utilizing the Unreal Engine, 
Midway has deftly recreated TNA's roster 
of well-known beefcake brawlers (Sting, 
Christian Cage) and soon-to-be-known 
gladiatorial hardbodies (Samoa Joe, AJ 
Styles). The results are scarily realistic with 
every freckle and imperfection perfectly 
mapped to each grappler's body. 

At best, /mpact! will barely meet your 
expectations for what a wrestling game 
should encompass in 2008. Every facet 
feels like it was prepped with a sequel in 
mind, and while we have no doubt that an 
improved follow-up is in the works, why not 
make the first Impact! that much better? 

Shane Patterson 
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Fresh diversions make for a slightly improved sequel 


PS2 PRICE: ESRB: PUBLISHER: 
ct surprised: KOEI has released a 
sequel to one of its Warriors games. 
This time around, it’s the follow-up 

to Warriors Orochi, which brought together 

the mythologies of the Dynasty Warriors and 

Samurai Warriors series last fall, teaming 

ancient Chinese and Japanese heroes in а 

hack-and-slash battle against the demon lord 

Orochi and his endless waves of goons. 

Almost nothing has changed in the course 
of a year, and truly, most of the elements 

of Warriors Orochi 2 could be mixed and 

matched with those of its predecessor without 

discrepancy. Each mission tosses your trio of 
swappable, historical brawlers onto a giant 
battlefield, tasked with fighting their way 
through hundreds of bland enemies 
/ inan effort to find and eliminate 
® generals and other marked vil- 
lains. As we've come to expect 
from the myriad Warriors games, 
rote button-mashing defines the 
experience, and despite unique 
heroes and weapons, the strategies 
rarely differ from mission to mission. The 
game does very little to dispel the 
notion that if you've played one 

Warriors game, you've played them all. 

Still, Warriors Orochi 2 slightly bucks 
the trend of diminishing returns for the 
franchise by implementing traditional 
fighting modes—a throwback to the 
original Dynasty Warriors game 
released for PSone in 1997. While 

we wouldn't put them toe-to-toe 



















ember 2008 
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with Soul Calibur or any other premier fighting 
franchise, they're a nice diversion, especially 
with a buddy on the second controller. Another 
mode even lets you race horses around the 
battlefield! 

Fans should be overjoyed with the mass 
of available content: the five distinct, co-op 
compatible story campaigns (including one for 
Orochi himself) and more than 90 customiz- 
able characters could keep you playing for 
months. But when so much of the experience 
is based in repetition and familiarity, only the 
budget price and a personal soft spot for the 
franchise would make you want to. 

Andrew Hayward 
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Special attacks and abilities can be used 
only when certain conditions are met. 
Sanctuary, shown here, revives KO’d units 
but can only be used at the in-game time 
of noon. 


One-of-a-kind strategy 
PSP e: 


The word “unique” often suffers from 
overuse, but it’s an apt descriptor for 
Yggdra Union's card-based strategy- 
RPG gameplay. Battles play out 
across a 2D grid, where you draw from 
an arsenal of cards that grant your 
party special abilities and determine 
how many spaces you can move. 
Movement is key, as success 
depends on positioning units in 
specific formations, or “unions,” to 
team up against multiple enemies. 
The battles themselves mainly involve 
waiting for a gauge to fill so you can 
unleash special attacks, but are 
remarkably suspenseful nonetheless. 

Aspects of Yggdra seem hardcore 
for the sake of being hardcore—the 
paucity of opportunities to heal and 
the inability to equip/unequip items at 
will is irritating, although the difficulty 
has been scaled back from its original 
release on GBA. The steep learning 
curve may put off newcomers, but for 
those willing to commit to its com- 
plexities, Yggdra Union offers a truly 
refreshing strategy experience. 

Carolyn Gudmundson 


Beautiful character art complements 
battles and story sections alike. 
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“Not only is m one of the "T looking games on PLAYSTATION" 3 system... 


this is probably the best-looking manga game we've ever seen” un 
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What's it like to be on TV? 


PS3 PRICE: ESRB: PUBLISHER: 
he 2K Sports franchise has flourished 
in recent times, and the competition 
among the basketball games (where 

competition is still possible since the NBA 
license is not held exclusively) has elevated 
the ambition level. The standout here is the 
TV-style presentation. However you're playing 
the game, at whatever difficulty level, in single- 
player franchise mode, in quick games, or 
online in the promised five-on-five multiplayer 
games, NBA 2k9 looks like basketball does 
on your TV. The crowds are well animated, the 
players (for the most part) are pretty accurate, 
and the whole experience screams of being 
driven around the notion that what you see on 
TV should be what you play on your PS3. 
Of course, a flip side exists, and 
that disguises itself within the 
advanced shooting mechanism 
that (like 2K's MLB game) makes 
what looks like a simple task 
(throwing up the ball at the basket) 
an exercise in frustration and regular 
failure. Another flip side is that this 
mechanic, whereby you pull back and 
push forward the right analog stick, lets 
you change your shot type and angle 
mid-jump. How expert are you already? 
Prepare yourself for weeks on the mini-game 
courts (featuring any NBA star of your choos- 
J ing in dunk contests, three-point shoot-outs, 
f and more) to get a handle on what it takes to 
land an open three-pointer. 
Some of the visual presentation seems to 
have baked in the effects oven a little too long 
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(light reflections on 
the court look like 
a line beckoning 
you along a spe- 
cific path), but the 
sound effects build 
the stadium atmosphere and for the most part 
the commentary is fluid and accurate to what’s 
going on on the floor. 

Like NBA 09: The Inside downloadable (and 
streamable) NBA information will keep any 
self-respecting hoops fan up to date with the 
latest news and events, and the online play 
itself should (we hope) develop into a chal- 
lenging arena for the best skills out there. Just 
make sure, if you want to be part of that, you 
take the time to learn all the nuances of the 
right-stick shot options. Rob Smith 




















Don't be fooled by the glossy textures 
and blur effects. The graphics in Armored 
Core: For Answer become jagged when 
they're in motion. 


Another uninspired entry 
in the series that won't die 


PS3 $59.99 ERE: Teen 
PUE Ubisoft DEVELOPER: From Software 


І desperately wanted to like the 
oddly titled Armored Core: For 
Answer because any game that has 
giant, customizable robots battling 
across sprawling, weather-affected 
environments should inspire me to 
put away my action figures (my usual 
medium for mock robot battles) 

and indulge in some action-packed 
virtual gameplay. Unfortunately, the 
game continues the Armored Core 
series' tradition of disappointing— 
the unresponsive controls are back 
with a frustrating auto-aim system, a 
clunky camera, and loads of repeti- 
tive missions (including 30 lackluster 
missions in online co-op). 

Wading through text-heavy lists of 
armor and weapons makes upgrad- 
ing your mech as much fun as staring 
at a spreadsheet. And no matter how 
many lens flares shine in your face, 
the graphics are still painfully average 
for a next-gen title. Tyler Nagata 


You can choose to side with The League, 
the ORCA, or the independent city states. 





94 | December 2008 


PlayStation. The Official Magazine 


VIDEO GAME 








NOVEMBER 21 - 23, 2008 


PENNSYLVANIA CONVENTION CENTER 
PHILADELPHIA, PA 
Мы www.VIDEOGAME.NET Lapa! 





Reviews | Scores | Analysis | Buying Advice | Hardware 


The Inside 


Living the Life of an NBA star 


Timing passes 
to the open 
player in the 
lane is key to 
getting clear 
dunks. Fade- 
aways, etc. 

? require holding 
the shoot 
button until 
the power arc 


This is the Life, hanging 
with your friends, play- 
ing in the D-League, and 
dreaming of making it 
to the big time. 


PS3 PRICE: $53.95 ESRB: Everyone PUBLISHER: SCEA DEVELOPER: SCEA San Diego 


een, clear philosophies define the 
Ku between games competing 

in the same arena. Such is the case 
with this year's PS3 basketball combatants, 
with SCEA's version building on the personal- 
ization elements (putting yourself in the game), 
alongside accessible, easily-grasped controls. 
If you're new to basketball games you'll find 
the mechanism for finding teammates with 


You earn career experience for a huge num- 
ber of in-game actions, such as hitting a dunk after 
a crossover or spin, blocking shots, and more. 
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passes, hitting lay-ups and slamming dunks, 
and dropping those fadeaways and deep 
threes pretty straightforward. Of course, mas- 
tering them against the higher of the four AI 
difficulty levels (or against the experts online) 
will take significant practice. 

In a sense, that's where NBA 09: The Inside 
comes somewhat unstuck. If you engage in the 
compelling The Life progression, which tells 
three separate stories of a point guard, power 
forward, and shooting guard making it through 
the D-League (Developmental League) to get to 
the big dance, life as a budding star gets pretty 
tough, pretty quick. This Life mode recounts 
these tales firsthand, through Story modes, but 
when you need to score assists in a set time 
limit, it doesn't matter how many experience 
points you've pumped into your own skills— if 
your teammates suck, you'll keep failing. 

This mode does teach you quickly the 
offensive and defensive requirements of each 
position on the court, which will come in real 
handy when you play a franchise session as 
your favorite NBA team. Those familiar super- 
stars look pretty decent, and display enough 
signature moves to give an authentic NBA feel, 
but even while the real NBA stats are being 
piped into your game, chances are you'll be 
working out, working hard, and hoping your 
teammates don't screw up in the D-League. 

Rob Smith 
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If you already own МВА 08, the changes 
in 09 might not be enough to warrant an 
upgrade. 


Not quite *Fantastic," but 
definitely hand-tastic 
Everyone 
1: SCEA DEVELOPER: SCEA San Diego 


Think of the PSP version of NBA 

09: The Inside as an NBA team that 
didn’t make any major free agent 
signings in the off-season but added 
a few depth-enhancing acquisi- 
tions to strengthen an already solid 
core. Despite claims of gameplay 
and Al refinements, the central play 
experience looks and feels virtually 
unchanged from NBA 08. The key 
additions are a Franchise mode and 
an enhanced lineup of mini-games 
ranging from all-star weekend events 
to quests to carnival games and 
pinball. A new Elimiquest mode is 

a derivative of the territory-seizing 
Conquest mode in which team 
power-ups are earned as your high 
scorers are removed from the game. 
Its an acquired taste, but adds 
another bite-size way to play. While 
NBA 09 doesn’t transform the fran- 
chise into a dynasty, it’s still playoff- 
worthy. Roger Burchill 


aie 


2 = 
The plethora of mini-games makes it easy 
to have fun-on-the-run even when you don’t 
have time for a standard basketball game. 
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Give PlayStation: The 


Official Magazine 
This Holiday Season 


| A subscription to PlayStation: 
The Official Magazine 
makes a perfect gift... 


It's generous... 
Newsstand price is $71.88 


And valuable... 
12 information-packed issues 


It's hassle-free... 
use our easy-order gift form 


And it's on sale... 
Just $18.00 


ORDER 
TODAY! 


Go to 
www.psmonline.com/gift 
and use our super-easy gift 
form for all the PlayStation 
Gamers on your shopping list. 
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That Little Sister won't be the 
only one crying in Survivor mode. 


E TROPHY TIME 


| CHOSE THE IMPOSSIBLE 


Take heed: You will die unless you use our 
insider tips on thriving in Survivor mode! 


gest daddy of them all, you'll have to master the game on the toughest 
difficulty level —the PS3-exclusive Survivor mode— without using a single 
Vita-chamber. Tougher enemies, less ammo, no extra lives...you're in for quite the 
challenge. To help, we tapped a trio of pros behind the game to give us their top 
tips for thriving as a Survivor. Special thanks to Jake Etgeton (senior programmer, : 
UI programmer on BioShock), Mathi Nagarajan (2K Australia PS3 lead program- Dont shy away from belg ashutierbug. The төгөн 
mer), and JP LeBreton (2K Marin lead level designer, designer on BioShock). camera will help you get the leg up on those nasty Splicers. 


N eed to nab that Platinum Trophy in BioShock? In order to unlock the big- 
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Ice is nice if you need to freeze a foe, stopping him in his tracks so you can gun him down while minimizing 
damage. Winter Blast also works well when snapping photos for your research. 


$ CONSERVE When playing on Survivor difficulty, 
you really don’t want to try to kill everything. 
Ammo is so scarce that you need to find ways to 
use the environment and other Als to help you. 


Ж KNOW WHEN TO RUN Setting up traps to 
weaken enemies is great, but sometimes it’s best 
to just run away if you can. 


> COMBO MEAL Some combos can deal а lot of 
damage. Setting Als on fire and then electrocut- 
ing the water they jump into is very effective. 
Attaching multiple proximity grenades onto 
explosive barrels and then throwing them at Big 
Daddies causes a heaping helping of hurt. Setting 
up rows of trap bolts and getting Big Daddies to 
charge through them will help weaken them. In 
general, think creatively about the resources you 
have at your disposal. 


Ж ENVIRONMENT Pay attention to your surround- 
ings! “Environment” and “ecology” are far more 
effective than they are in other modes, so using 
the world and other enemies to your advantage 
will make an enormous difference. 





The early levels are probably the toughest. 
Welcome to Rapture, indeed. 


Ў TRAPS Use traps! There are heaps of innova- 
tive combinations to take down tough enemies, 
such as using Telekinesis on a pile of barrels, 
adding a proximity mine, laying down a target 
dummy near them, hiding, then hitting a nearby 
Big Daddy with Enrage. One huge explosion later 
and you've taken down one of the big guys with- 
out firing a single bullet. 





SE THAT TOOL Think of new and interesting 
ways to use the tools in the game. Plasmids, weap- 
ons, and items have multiple uses that may not be 
readily apparent. One example is using Winter Blast 
to freeze hackable objects, which slows down the 
flow of the hacking mini-game. 


> DODGE Try to learn how to dodge attacks! A Big 
Daddy dash can almost always be avoided, and in 
later levels it can kill you in one hit. 


> REVISIT The earlier levels are some of the 
hardest. If you try to run and gun your way 
through your first forays into the world of Rap- 
ture, you'll be in for a rude awakening. It's often 
best to wait until you've collected more ADAM and 
research, then head back to tackle those early Big 
Daddies with your new powers and skills. 


2» CAUTION Every fight is a decisive, life-or-death 
struggle. Treat enemies with caution, as a gun- 
blazing gung-ho attitude will get you slaughtered. 


3% TRY OR DIE Experiment with tactics that 
get you a lot of damage for as little risk and 
resources (EVE, ammo, or money) as possible. 


$ ICE, ICE, BABY Use Winter Blast against tele- 
porting or fleeing enemies to prevent them from 
evading your grasp. 








ы 


Think уои'ге too good for our helpful tips? So did 
that guy, and, well, you see the results... 





It's a long haul to that Platinum Trophy, but 
you'll earn the envy of all your pals. 


BE SNEAKY Üftentimes your best strategy 

is to avoid conflict altogether. Enemies have 
limited vision, so use stealth and evasion to your 
advantage! 


A LITTLE TONIC Remember that you can swap 
out your tonics for free at any Gene Bank at any 
time. If you're running painfully low on resources, 
you can cheat the system a hit by loading up on 
Vending and Crafting tonics, purchasing and 
creating ammo, then re-splicing your combat- 
focused loadout. 


$> PHOTO FRENZY Research is key in Survivor. 
The bonuses you gain from using your camera 
can turn you from zero to hero. If you're having 
trouble nabbing those Pulitzer-prize-winning 
shots without getting a drill to the face, try using 
Winter Blast or Electrobolt to get your impatient 
subjects to stand still. 


Ў A FRIEND INDEED A Befriended Big Daddy is 
quite possibly the most lethal weapon in Survivor. 
Aim to have two Security Bots and a hefty metal 
friend with you at all times. Remember to always 
let him get a Little Sister from a vent after he’s 
been heavily damaged fighting for you, then repay 
his dutiful service with a few rounds of Electric 
Buck to finish him off and collect the ADAM! 
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PlayStation Network Games 


Downloadable games and add-ons for less than the price 


of a night at the movies. We say Yea or Nay. 


Mega Man 9 


PRICE: 58.88 DEVELOPER: Capcom 


Your interest in this 

old-school throwback is 
probably directly proportional to 
your age—the longer you’ve been 
gaming, the more likely you are to 
totally freak out over Mega Man 
9. It’s a tough-as-adamantium- 
nails platformer with enough 
one-hit kills and bottomless pits 
to make even the hardest of 
hardcore players tear their hair 
out...but in a good way. What 
begins as an impossibly 
frustrating, learn-by-dying 
experience soon becomes a 
fiendishly addictive game of rock- 
paper-scissors. See, each of the 
game's eight robot bosses are 





Coming Soon 


AVAILABLE: DEVELOPER: 





weak against a specific weapon 
carried by one of the other 
bosses, so you have to experi- 
ment and discover for yourself 
the proper path to take. 

If all that sounds hellishly 
unpleasant, then pass, defi- 
nitely. On the other hand, if you're 
yearning for a game that takes 
no prisoners, that doesn't care 
how badly it's breaking your poor 
wrists, this is pure heaven. It's 
especially rewarding for all the 
NES gamers who're still hang- 
ing with the industry; this game 
will certainly rekindle their fond 
memories of why Mega Man used 
to be a major, major draw. The 
impeccable level design, rockin’ 
music, and aforementioned chal- 
lenge kept millions coming back 


Whew, it's a mouthful, but Supersonic Acrobatic Rocket-Powered Battle- 
Cars is aptly named: The gameplay encompasses all of those elements. 
Up to eight players (as many as four per console) can participate in this 
game of soccer-on-wheels, sliding up walls in their vehicles, flipping 
through the air, and even rocketing across half the field to defend 

an oncoming ball headed toward the goal. The game will emphasize 
multiplayer —but a single-player campaign, a variety of solo mini-games, a 
slew of obtainable Trophies, and the ability to use your own audio playlist 
(yes!) should make for a compelling solo jaunt. 
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for more, and the same can be 
said of Mega Man 9. 

It’s not a perfect love letter, 
though. A now-gen perk like the 
cutting-edge ability to save your 
game replaces archaic pass- 
words, yet you're still forced to 
swap weapons by pausing the 
game and manually selecting from 


You'll get full value 
for your money. 


No legs, no fun, 
no value. 








the pop-up screen. Later Mega 
games let you switch via the 
shoulder buttons, and that would 
have been more intuitive than 
menu surfing. Minor blemishes 
aside, this is a definite buy for 
fans and newcomers looking for 
the next big challenge. But con- 
Sider yourself warned. Brett Elston 











Wipeout HD 


PRICE: $19.99 DEVELOPER: SCE EUROPE, STUDIO LIVERPOOL 


ape Oh, Wipeout. The basic formula hasn’t changed 
since the original, but why should it? Hover-racers 

tearing around futuristic tracks at breakneck speeds, 
bombarding opponents with all manner of deadly 
weapons —it's the very definition of badass and more fun 
than a new sheet of bubble wrap. This particular edition of 
Wipeout isn’t so much a new game as it’s a shiny 
re-packaging of the last two PSP games (subtitled Pure 
and Pulse), with every vehicle and the top eight tracks all 
rebuilt in absolutely gorgeous 1080p. For racing fans that 
missed those games, this is a no-brainer—but even Pure 
and Pulse owners might be compelled to grab it for the 
slick visuals, custom soundtracks, Trophy support, and 
online play. Whatever the case, the tracks not only look 
great but are tons of fun to navigate; moves like barrel rolls 
help to keep races interesting; and the basic controls 
perform beautifully even at the highest of the four speed 
classes (which is insanely fast). Our only real complaint is 
that the new Pilot Assist mode—which automatically 
steers you away from the sides of a track—can literally win 
the race for you, but any contact with the walls when you 
drive without it grinds you to a halt almost instantly. A 
happy medium would've been swell, but it's hard to 
penalize a racing game for being demanding, so buy, 
practice, and enjoy. Scott Butterworth 





Jeopardy! 


PRICE: $14.99 DEVELOPER: SONY ONLINE ENTERTAINMENT 


With the inclusion of a multiple-choice answer 
format, the exclusion of Alex Trebek, and the ability 
to see what your opponents are wagering (and answer- 
ing!!) in the Final Jeopardy! Round, it’s only the music, 
shiny blue screens, and Daily Doubles that give this game 
the right to bear the Jeopardy! title. You can create up to 
five character profiles (with limited customization options), 
and you can play both online and off. But even with some 
solid trivia, the overall package just feels five to seven 
bucks too expensive. Teresa Dun 








The Last Guy 


PRICE: $9.99 DEVELOPER: Japan Studio 


nz Mindless followers who have unconditional faith in 
you can be such a hassle. Sure, all the talk about 

being a "savior" and the "absolute last hope for mankind" 
pads the ego, but when the line of terrified citizens snaking 
behind you reaches over a thousand, it can be tough to 
navigate them through alley-filled cityscapes without 
running into the malicious zombies roaming the streets. 
Each of The Last Guy's 15 levels features different zombies 
(they're really more like creepy, disgusting bugs) that 
demand certain types of strategies, and levels are literally 
top-down satellite images of actual cities. For example, a 
mission in Trafalgar Square requires you to rescue 1,500 
citizens within eight minutes while darting past enemies 
that fog up your screen, reducing visibility. Along the way, 
you'll find hidden VIPs who offer bonus points. This mixture 
of Pac-Man (collect the citizens, avoid the zombies) and 
Snake (your tail grows longer and longer, and while you 
can cross your own tail, you definitely don't want the 
zombies severing your queue) is both challenging and 
addictive. And I'll admit it: As much of a hassle as they can 
be, | sometimes wish there were a way to remove the time 
limit so | could rescue every last one of those poor, 
directionless bastards. Teresa Dun 








If you're traveling to Paris, Rome, or Tokyo 
and can't speak the language, let the Talk 
Travel PSP software (accessible via the 
PlayStation Store on PS3 and PC) serve as 
your walking, talking, tour guide and com- 
municator. Each version includes a rud 
mentary built-in map highlighting the city's 
most famous tourist attractions, with an 


» Shabu Shabu vas great! 


a 


option for you to “pin” your own uploaded 
photos onto the map. The $5.99 package 
also includes over a hundred common food, 
souvenir, and sightseeing phrases (with an 
audio track for you to mimic, though if you’re 
like us, you'll just hand your PSP over for 
locals to read your question for themselves) 
along with photos to accompany them. 


осете Өсе 97. 


But the most impressive feature of Talk 
Travel? It will help you get some "action" 
from the local hotties! Та/к Travel comes 
with around 40 pickup lines that range from 
sappy ("In a situation like this, this is how 
you say ‘I love you’ in English") to direct ( 
you want to come to my place?"). It also 
includes three mini-games. Fortune for Two 

promises the two of you wealth or 


BEN A Ael success (but only if you touch or rub 


Our eyes keep meeting. 
! can't speak your language. 
but ! had to come over to talk to you. 
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two randomly determined body parts 
against each other). The Massage 
Detector directs you to "scan" your 
PSP across your partner's body until 
a "massage point" is detected. And 
The Love Match determines whether 
the two of you have chemistry —but 
requires you їо hug or hold hands for 
it to operate. Sly little fella, eh? 
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Letters Feedback, Insight, Globalization, and Provocative Screenshots 


FIRST 13 WORDS FROM 
A CANADIAN EMAIL WE 
WON'T BE RUNNING 
(AND YES, THAT’S ALL 
WE READ) 
“Listen, | know you guys prob- 
ably won’t read this because I’m 
a Canadian...” 

—Robert Laybourne, Canada 





Famous Faces 


In our November issue, we 
asked you to identify these 
three authors for a chance 

to win a copy of BioShock. 
From left to right: George 
Orwell (1984), Aldous Huxley 
(A Brave New World), and 
Ayn Rand (Atlas Shrugged). 
Congrats to Ryan Lobegrer, 
who can look forward to a free 
copy of BioShock in the mail! 


"M think my 

adds tenfold 
to the intimidation 
factor. Every self- 
respecting man 
should own at least 
ane pink keeper 
jersey." >> 


WISHFUL THINKING 
| thought it would be cool if on 
the Trophy system, whenever 
you got a Platinum Trophy you’d 
get a dollar or some amount of 
money in your PSN wallet. 
Bishop Nelson, via email 
“Bishop Nelson”? Is that the 
best you can do, Rob? We 
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know you're a Brit, but really? 
Bishop? Nelson? ... Say what? 
It’s not you? Ah, we were sure 
that our resident Trophy troller 
was angling to make a tidy 
profit on the immense lead he 
has over his PTOM minions. 
Either way, we've heard that 
SCEA is mulling over some 





sort of Trophy reward system. 
We doubt it'll be cash (or the 
equivalent), but we suspect it 
might be exclusive access to 
early betas and the like. 


57353 
| just know a great magazine like 
yours must have a PlayStation 
Folding team...how can we join? 
Jared Files, via email 
You're absolutely right. A great 
magazine like ours does indeed 
have a Folding team! Join up! 
Our Team ID is 57353! Compare 
your stats with ours — especially 
Rob's. He's in 35th place! 
Our top three Folders are 
J. VanScyoc, jazzyd971fm, and 
RuskyBigMusky. You guys rock! 
And don't forget: With the re- 
lease of Life with PlayStation, 
you can now fold while browsing 
the news and weather from 
cities around the world! 





PINK IS A MANLY 
COLOR 
Commenting on the caption 
to the FIFA 09 screenshot on 
the contents page of the 
October issue...I’ve been 
playing keeper since my 
growth spurt in my late 
teens, and | think my pink 
jersey adds tenfold to the 
intimidation factor. Every 
self-respecting man should 
own at least one pink keeper 
jersey. There are more to 
choose from than you might 
expect, and keepers in green 
jerseys are a dime a dozen. 
Philip Oyer, via email 


Our caption was, 

“It’s not pink. It’s 
fuchsia. That’s a manly 
color for a footsy team. 
And yes, | said footsy! 
So what?” But now 
that we look at it again, 
it’s definitely pink. 











Seeing as how the new Ratchet 
& Clank game Quest for Booty 
is coming out soon, | thought it 
would be appropriate to point out 
that most of the Ratchet & Clank 
games have hilarious names. 
| mean, come on: Going Com- 
mando, Up Your Arsenal, Size 
Matters, and Quest for Booty. 
| wonder what the next game will 
be called? 

Tyler MacDonald, via email 

БО 








PTOMers, | was reading in the 
November issue about Velvet 
Assassin. l'd followed that game 
since it was announced as 
Saboteur, but the game’s web- 
site doesn’t mention a release on 
PS3. Since you guys previewed 
it, | was overjoyed that it must be 
coming, but what's the deal? 
Jim Howard, Austin, TX 
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PSP WORLD TOU 
| live and work іп the state of 
Alaska. My picture featuring my 
PSP was taken іп the town of 
Barrow, the northernmost town 
in the U.S., more than 300 miles 
north of the Arctic Circle. The 


contact 


PlayStation. The Official Magazi 


Utqiagvi mun 





регио € Уүу 





only thing north of Barrow is the 
North Pole. These photos were 
taken in front of the Barrow Sign 
near Point Barrow with the Arctic 
Ocean in the background. Bor- 
dering the sign are whalebones. 
The PSP is on my car hood. 
David Reid, Barrow, AK 
But wi E 








Send your thoughts and comments to РТОМ lettersGfutureus.com. 
All except you Canadians —you send us back bacon and beer. 
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WE'RE AT IT AGAIN! Not content with 
providing you with а code їо download 
Episodes 01 to 03, you can now get 
Episode 04 for free using the code printed 
below. What will you learn after download- 
ing this latest episode? LittleBigPlanet 
leads this month's showcase of some of 
the best in PlayStation 3 gaming. So follow 
the instructions below to use the code and 
check out what's coming soon: 






BioShock ` 


The design and concepts behind 
BioShock take inspiration from art 
deco and the writings of Ayn Rand. 
Not typically things you'd associate 
with video games, but that’s part of 
the reason we love it so much. So, 
who's your Big Daddy? 


ғ 
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LittleBigPlanet 

It's the one we've all been waiting for, both to play 
and to create. See inside Sackboy's world as he 
prepares to unleash his unique brand of gameplay 
on the PlayStation 3. And with this episode of 
Qore, enjoy an exclusive LittleBigPlanet theme to 
decorate your PS3. 





sony Prince of Persia 

What did correspondent Audrey Cleo uncover 
about the Prince's all-new adventure? Check out 
her report from inside the development studio at 
Ubisoft's Montreal office. 


BioShock 

It may seem like a long time coming, but it's worth 
it as one of the most celebrated games of the past 
year arrives on PS3. Veronica visits the new 2K 
Marin studio handling the PlayStation 3 develop- 
ment, and finds out about the exclusive mode only 
available on this version. Not to be missed. 


Qore Wars 

Remember that whatever you do, don't press L2? 
That goes double this episode, or you might find 
yourself facing a challenge beyond your abilities... 


Blu-ray Movies 

As we head towards the holidays, find out what 
movies are arriving in stores soon in their pristine 
Blu-ray glory with a roundup of trailers. 





TO REDEEM YOUR CODE: select Account Management under the PlayStation Network icon of the XMB, then select Transaction 
© Management. Now select “Redeem PlayStation Network card or redeem code.” 


Enter the code below into the three boxes, then select continue. Now select download when the Qore icon appears, and voila! Enjoy! 


H6A8—HHBA-GK8T 





GUITAR WORLD & GUITAR WORLD TABS PRESENTS: 47 _ CONTEST LAUNCHES 


SEPTEMBER 20 






WANTED! 


THE BEST GUITARIST 
HOW TO = ON THE WEB 
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Ourgoal TS UO SOA с/аѕѕіс MICE дате magazines SO Wiel 
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People interested in helping out in any capacity, 
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